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If you’ve been searching for the ultimate source of
knowledge on computer games, you don’t have to climb the
highest mountains or gaze into the heavens. Simply subscribe
to Computer Gaming World.

For five years, computer gamers have turned to CGW for
all the information they need. No magazine has reviewed more
games, given more strategy tips, shown more screen photos
and rated more games. Whether you’re into strategy, adventure
or action software, we’ve got you covered.

Computer games are not cheap. Ill-advised purchases can be
costly. At only $19.95 for nine issues, CGW lets you preview
hundreds of games before you buy. In addition to our in-
depth reviews, each issue rates about 100 games based on
reader surveys.

If we help you make one good selection or avoid a bad one,
you have already recovered more than the subscription price.

Subscribe today and save over $6.50 off the newsstand
price.



Activision

Drawer 7287

Mountain View, CA 94039
800-227-9759

GAMEMAKER: By Garry
Kitchen. NOT a game, rather
a collection of design tools
that allow you to create your
own game. Included are mod-
ules to create graphics and
animation, music and sound

effects. All commands needed
to generate a game program
are accessible via joystick.
Can be used to create games,

animated commercials and
cartoons. C64/128, Apple.
Circle Reader # 2.

ALTER EGO (Female): The
distaff version of Dr. Favaro’s
fine role-playing simulation
(the Male version was peeked
in CGW #27). Identical in

Play the blus danube
sony volume = 15

ALTER EGO

THE MUSIC STUDIO

format to the Male program,
but with (obviously) different
life choices to make. Dr.
Favaro visited CGW recently
and we were impressed with
the depth of research that
went into these programs.
They are unique, fascinating,
thought-provoking and en-
joyable to play. Be aware that
there is a parental discretion
advisory for the games, based
on the sexually explicit mate-
rial covered. The sexual ma-
terial is NOT gratuitous, it is
handled in a mature and real-
istic manner. C64, Apple,
IBM, Mac. Circle Reader # 3

THE MUSIC STUDIO: A tool
kit for comprehensive music
composition, ranging from a
simple tune played on the
computer to an elaborate fif-

WORLD GEOGRAPHY

MIND MIRROR

5

teen-channel, three-verse
score which can be channeled
through an electronic key-
board (such as the Casio
CZ101) for maximum audio
performance. An extremely
powerful micro-based music
composition program,
C64/128, Atari 800 ($34.95),
IBM, Amiga, ST ($59.95).
Circle Reader # 4 .

Avalon Hill

4517 Harford Road
Baltimore, MD 21214
301-254-9200

SPITFIRE 40: A combination
flight simulator and game,
based on the classic British
fighter. The instrument panel
is an exact replica of the
Mark I Spitfire and the com-
puter plane handles like the
real thing. Your flight log is

WORLD'S GREATEST

MICRO-SCRABBLE



saved to disk and the simula-
tor becomes more realistic
(and Germans more difficult
to kill) as your flight time
increases. The second portion
of the program is a solitaire
or multi-player game. Your
mission is to shoot down as
many enemy planes as possi-
ble before you run out of
lives or ammunition. C64/128
($35). Circle Reader # 5 .

Bobco
200 7th Avenue, Suite 111
Santa Cruz, CA 95062

WORLD GEOGRAPHY: Ed-
ucational game designed to
teach information about 175
countries in the world. The
graphics are excellent but the
educational value is somewhat
limited. The same five ques-
tions are asked about each
country (capital, currency,
etc). Bonus questions deal

with identifying country flags.

C64. Circle Reader # 6 .
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Electronic Arts

1820 Gateway Drive
San Mateo, CA 94404
415-571-7171

MIND MIRROR: Created by
Dr. Timothy "Relic of the
60’s" Leary! Yep, the Guru of
LSD himself. The game is
described as a "mental aware-
ness" program. Possibly for
those of us who are unaware
of our mental. The most in-
teresting aspect of the pro-
gram is the Life Simulations
section. You are presented
with a series of situations and
asked to respond to each one
through the eyes of your
subject. Successful navigation
through a series of such situ-
ations allows access to the
subject’s Home Zone and a
new series of situations. The
situations are irreverent and
thought-provoking. The gen-
eral goal of MM is similar to
Alter Ego, but the execution
falls short of Alter Ego’s. It is

THE MIST

6

quite funny and would be a
welcome addition to a sophis-
ticate’s party. IBM. ($34.95).
Circle Reader # 7.

Epyx

1043 Kiel Court
Sunnyvale, CA 94089
408-745-0700

WORLD’S GREATEST
BASEBALL GAME: An en-
hanced version of a previously
released game. This model al-

lows you to recruit and man-
age your own AIl—Sta_r team
against any of 75 various

teams. Includes improved
graphics, the ability to trade
players from team to team,
stats from selected All-Star
and World Series teams and a
scoreboard with trivia ques-
tions between innings. The
managerial options are a bit
limited but this is a nice ad-
dition to the roster of stat-
based baseball games.
C64/128, Apple, IBM. ($24.95
to $34.95). Circle Reader # 8 .

ENDLESS

pun intended?

FLOYD THE DROID
Circle Reader Service #19 I
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ore than just a flight simulator, ter of life
death with, thyyou at the controls of oneiof
iost-versatile aireraft. The cockpit ha
ges and compass. Taking off, landing a
"~ based on the Mark | Supérmarme Spitfirey
fuel pump problems actual p‘nm&taced whlle vin_g!
~ _~With a choice of simulator a@' game. scenarios, the game
/% "gives any number of players a chance to shoot down
- enemy aircraft, You can save your log to disk, so you can
M_J[ecord the number of kills and flight hetrs you've flown.
Succeeding flights become tougher as your Spitfire
“’demands more flying and fightin Kﬂt, provlq :

GAMES OF
| STRATEGY




Firebird Licensees Inc
PO Box 49

Ramsey, NJ 07446
201-934-7373

SUPER SILVER DISK series:
A raft of inexpensive imports
from England. Each disk
contains two arcade and/or
graphic adventure games.
: Ones we’ve received include
who wants to win MegaWars Gerry the Germ, Microcosm,
has to dominate Rasputin, Chicken Chase,
entire planetary systems. Booty, Cylu, Underwurlde,
And me.” Sabre Wulf, Willow Pattern
and Chimera. C64/128.
($13.95). Circle Reader # 9.

“Anyone

Gessler Educational Software
900 Broadway

New York, NY 10003-1291
212-673-3113

MICRO-SCRABBLE: Plus de
20,000 mots. Avec MS vous
allez pouvoir jouer seul ou en
famille au Scrabble, en util-
isant votre micro-ordinateur
pour simuler de 1 a 4 joueurs.
If you can read the above
then you will likely be very
interested in this game, which
is Scrabble in French. The
instructions are in both En-
glish and French. C64. Circle
Reader #10.

GBA CHAMPIONSHIP BAS-
KETBALL: TWO ON TWO: A
computer basketball simula-
tion which emphasizes team-
work. You have control of
two players and can play
practice sessions, games
against a friend, one player vs

““You Guessed It!"? It’s just like a TV game show.

Answer questions—win prizes. computer, two players versus

And [ can play right here - o c_ompu.tel;' 0}:’ lg%gue competi-
in the living room!” \f_ tion with the Z ' teams 1n-

8 ‘ cluded on the disk. C64/128.

($34.95). Circle Reader #11.

Kinemation

Four Winds Road

PO Box 3076
Peterborough, NH 03458
800-535-5665

INTRIGUE: A humorous il-
lustrated text adventure. To
solve the mystery, you talk
with the characters and search
around Washington, DC.
There are thousands of varia-
tions so the game is different
each time, with three diffi-
culty levels. One to four peo-
ple can play. Comes with a
money-back guarantee (nice
touch). C64/128, Apple.
($29.95). Circle Reader #12.

Circle Reader Service 20




Mindscape
3444 Dundee Road

Northbrook, IL 60062
312-480-7667
INFILTRATOR: Animated

graphic adventure by Chris
Gray. You are a helicopter
ace who must fly through
enemy air space and reach
strategic targets. Three mis- “Ready for an adventurous challenge?
51olns \‘i'lthl 1éicrea51ng{'d1‘ft 1}- We're a team. And Nellie
culty. Includes a realistic he- ' ot "

licopter flight simulation and doessrt horse aroumd.
military ground missions.
Good graphics. C64/128.
($29.95). Circle Reader #13.

SHADOWFIRE: Real-time
graphics adventure. Icons for
giving commands to your
team of six Enigma agents.
Good use of window tech-
niques and a nice touch of
humor to the generic adven-
ture scenario. C64/128. Circle
Reader #14,

A VIEW TO A KILL: A
James Bond interactive fiction
adventure. Full sentence
parser. If you like James
Bond, if you like text adven-
tures, then give this one a try.
Apple 64K. Circle Reader #15

STEPHEN KING, THE MIST:
An interactive fiction, text
adventure based on the popu-
lar horror thriller by Stephen
King. A fog has descended on
the familiar city of Bridgton.,
You must fight the beasties of
the Mist and discover the se-
crets of the Arrowhead pro-
ject. Apple 64K. Circle
Reader #16.

RadarSoft US

A.C.K. Inc. s

655 John Muir Drive, E411 = Ao s

San Francisco, CA 94132 4. ' ‘”ml ' m’ You never know

415-239-5357 who you’ll be up against

ENDLESS: Arcade adventure. when you go online
Your mission is take your su-
per powerful helicopter on a
mission to destroy a creature
from a distant galaxy that has . _ F RN :
invaded Earth. 500 screens. / I8 To buy your CompuServe Subseription Kit,

C64/128. ($39.50). Circle AT . see your nearest computer dealer.
Reader #17. {=n iy Suggested retail price $39.95:

with CompuServe:

FL.OYD THE DROID: ICOI} . i To request our free brochure or order direct,
driven a_rcade adventure. Your call or write: 800-848-8199
mission is to clea_n out _the (In Ohio, call 614-457-0802)

sewers of six major cities, 3
aided by Floyd. You must CO S

deal with the rats, alligators m u erve
and hoodlums d“"el“ng in the 5000 Arlington Centre Bivd

sewers. C64/128. ($39.50). Columbus, OH 43220

Circle Reader #18.




Twice More With Feeling
by Jay Selover

Gary Grigsby seems to do everything in threes.
After designing the highly acclaimed Guadalcanal
Campaign, he produced two more games in the
same mold (Bomb Alley and North Atlantic ‘86).
Now, he has followed up his Kampfgruppe design
with two additional titles; Mech Brigade and Bat-
tlegroup. Kampfgruppe has been one of the most
highly praised computer wargames yet, and has
consistantly nested at the top of the Computer
Gaming World "Reader Input Ratings". Its two
progeny may not explore too much new ground in
game design, but they do allow aficionado of other
military specialties access to Gary’s excellent de-
sign.

For those who have not played the original
Kampfgruppe, it is a tactical/operational recreation
of combat on the East Front during World War II.
It is tactical in that each man and vehicle is ac-
counted for. But it is operational in that the player
thinks in terms of platoons and companies. The
typical scenario in Kampfgruppe covers about an
hour of fighting and each player commands some-
where from a reinforced battalion to a regiment.
The unit of maneuver for each side is a platoon (of
either vehicles or men), with the computer keeping
track of the current strength of each unit (how
many men or vehicles have been lost). Platoons are
organized into companies, and companies into bat-
talions. Each superior organization has a headquar-
ters unit which is critical in keeping the subordi-
nate units moving and doing what you want them
to do. The game comes with several pre-designed
scenarios, but a large part of the allure of the game
is its "design your own scenario" feature. This al-
lows you to make a new random map for each
game, or to even construct one square by square if
you have the patience. Each side then "purchases"
its units based on a "points per unit" system and a
set allowance of points for each scenario.

The units are all German and Russian (it is an
East Front game, after all), and cover many of the
fighting vehicles of the two countries. Depending
on the time frame of the scenario, you could be
equipped with little Pzkw III's or hefty King
Tigers. The game play involves both sides plotting
their orders for each unit before each two minute
turn. The computer then takes over and executes

NATO HELICOPTER NATO TANK

attiegroup
& Mech
Brigade

the turn, moving each unit towards its destination
and firing each unit with a fire order.

If it seems like I’'m taking a lot of space de-
scribing Kampfgruppe it is because most of it
transfers directly to the two following games. The
scale of the units and map are the same, the game
mechanics are the same, and the general course of
play is the same. So how do they differ? Well, let’s
go chronologically and consider Mech Brigade first.

Mech Brigade is the most different of the three
games because it covers current era conflict while
both of the others deal with World War II. Despite
the similarities in the designs between Kampfgruppe
and Mech Brigade, they play with a very different
feel. The addition of anti-tank guided missiles
(ATGM’s), combat helicopters, and all the other
trappings of modern combat make Mech Brigade a
much more dangerous place to take a Sunday stroll.

Mech Brigade simulates a near-future conflict
between NATO and the Warsaw Pact in Germany.
The four scenarios supplied with the game cover a
Soviet rout of forces in the Fulda gap, an assault on
Wurzburg, a NATO assault near Karlsruhe, and a
meeting engagement to the north near Hamburg.
The units in the game include most of the current
arsenal of the U.S., West Germany, Great Britain,
and the Soviet Union. Actually the Russian units
could be representing almost any Warsaw Pact army
because of the basic unity of equipment within that
command (even though the Russian allies tend to
get the old stuff). In contrast, the player on the
NATO side will be one particular nationality and
can be assigned only those units used by his coun-
try. Even more than the differences between the

NATO APC MICV
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American M-1 Abrahms, the German Leopard II,
and the British Challenger; it is interesting to note
the differences between the various infantry com-

SOVIET SELF-PROPELLED ATGM SOVIET TANK

bat vehicles. Beyond the basics of tanks and troop
transport, the game includes a detailed inventory of
the other vehicles in a modern army. There are the
proper ATGM launchers, light recon vehicles,
command vehicles, self-propelled mortars and ar-
tillery, and mobile anti-aircraft weapons (both
missile launchers and guns). Oh yes, there are also
helicopters. The Soviet Hind-D is included along
with the American Cobra and Apache, and their
British and German equivalents.

Although the map scale in Mech Brigade is the
same as that of Kampfgruppe, damage is done at
much longer range (visibility permitting). Other as-
pects of the anticipated combat that differ from
World War II (albeit subtly) are present as well. For
instance, Soviet formations tend to be grouped into
battalions for more centralized control, while the
NATO allies tend to work with a more company-
level command structure. Also, the ability of ar-
tillery to fire smoke rounds has been now been in-
cluded. Although smoke was an element of World
War II combat and its absence in Kampfgruppe was
a fault, it is really mandatory in planning a modern
assault. Now, you do have a good reason to pur-
chase a few extra artillery units if you are going on
offense in a major assault.

In Mech Brigade, you basically have Kampf-
gruppe brought forward fifty years. The game is
still built the same and still rewards sound opera-
tional planning. You still need to consider com-
bined arms concepts, but you now have some very
different types of arms to consider. You still need
to plan your defensive deployment with an eye to
channeling the attacker and establish "killing zones",
but you will have to adjust your engagement ranges
and take into account a probable blanket of smoke
rounds. And, you still need to keep your wits about
you at all times; at least this much has not changed
at all!

While Mech Brigade brings Kampfgruppe for-
ward in time, Battlegroup brings it 500 miles west.
The latest entry from Mr. Grigsby covers very
much the same time frame as Kampfgruppe, but
now pits the Germans against the western allies: the
U.S. and Great Britain. Just as the title of the game
is a translation of the earlier title, the game itself is
basically a translation. The system, mechanics, and
design are straight from Kampfgruppe; and here
even the "feel" of the combat is still very World
War Il-ish. So where is Battlegroup new? Basically

Continued on pg. 43

SOVIET HELICOPTER
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Ah, here you are again! Nice tan you have there;
vacationing in the Amazon must agree with you!
Hmm, what’s that? It wasn’t a vacation? Well,
excuuuuse me (some people...)! Anyway, your fa-
vorite chair is waiting, and Fred has your usual
poured and ready, so take it easy while you can,
because you don’t have much time to relax; in fact
right now, you’re living on...borrowed time.

Sam Harlow, private eye, circa 1934. Working
out of a shabby office with an entrance off an al-
leyway. So maybe you're not Pinkerton’s, and
maybe business hasn’t been too good lately (you
still owe your ex-wife an alimony payment); so
what? Right now you’re working on a hot case, and
if you can pull it off, you’ll nail "Boss" Farnham to
the wall and send him up the river for a long, long,
time. Unless, of course, his gunmen get to you
first.

Well Sam, better get a move on; you won’t solve
this one by sitting at your desk and daydreaming.
And while that phone call is only gonna tell you
what you already know, namely that Farnham
wants you dead, you might as well listen to it.
Nothing like a little death threat to start off the
day.

Hey, looks like that threat wasn’t a joke. A cou-
ple of thugs are strolling up the alley, and they’re
not here to ask you the time of day. Move fast,
Sam (no, NOT back up to your office, you’ll never
make it). Whew, bullets are flying! Better get to
cover, Sam; the Surgeon General has determined
that hot lead is dangerous to your health.

However, that’s not gonna help for long. One
thing about this caper: if you stay too long in any
one spot, you make a great target of yourself. So
keep moving. Oooops, looks like you’ve reached a
dead end here. Too bad you can’t get that window
open. Well, a private eye isn’t above a little van-
dalism in a good cause (like saving his life).

Trouble is, your "friends" are still on your tail.
And here they come across the cable. Now, it
wouldn’t be fair play to shoot them (remember,
you're the good guy!), but if you had something
sharp....

Ok, that’s two down, but there’s more where
they came from, so keep those legs in motion. All
right, you’ve made it to the Dublin Rose, and here
comes Mavis with some info for you. It’s a good
idea to keep those names she mentions in mind; it
helps to know who you should be asking questions
about. Hmm, it seems something spooked Mavis,
and no wonder: the place is lousy with hoods.

Then again, maybe you can learn some interest-
ing stuff here. Ask a few questions. Gee, no one is
very talkative. You’ll have to get tough, Sam. A lit-
tle exhibition or two just might loosen someone’s
tongue.

So, you leave the Rose and who should come
along but your secretary Iris, and not with any
good news, either. Your "ex" has been kidnapped
by someone. Sigh. Guess it’s just gonna be one of
those days, Sam. You better hop over to Rita’s
apartment and see what you can find out.

Well, Rita doesn’t appear to be much of a
housekeeper; there’s dust all over the place. Uh
Sam, did you hear a noise behind you? BONK!
Whoops, too late! You're gonna have to be more
careful in the future, fella. Provided there IS a fu-
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ture for you. At the moment, you're not in such a
great position there, hanging from the pipes with
your hands tied.

No time for dilly-dallying; take a good look
around from your new vantage point and you might
see a thing or two that will help you out of this
predicament. The stuff is easier to get than you
might think; don’t try anything fancy, just be sim-
ple and direct.

All right, now that you’re on your feet again,
give the apartment a good looking over. There isn’t
much in the living room, but the kitchen might
have an item of interest. Ouch! You did it again,
huh, Sam? Your hands are in pretty sad shape now;
I think you ought to get some medical attention.
There should be a doctor somewhere in this city.

While you wait for the medico, make the most
of the time you have. Don’t be afraid to be nosy.
Say, isn’t that other door open a little? There’s
nothing wrong with a bit of eavesdropping, and
you just got an earful! Let’s not wait for the doctor
after all, there are more important things to be
done.

Hmmm, this certainly isn’t one of the better
parts of town, but then you aren’t here for the
sight-seeing. Get that door open. Well, well, if it
isn’t Mavis. You can’t leave her like that, of course,
but you better check out the place before you set
her free. Make sure you listen to what she has to
say, too.

Now’s a good time to look over your inventory.
Except for your gun, you can dump anything
you've already used; no sense carrying around ex-
cess baggage. On the other hand, make sure you
keep with you everything you haven’t used yet.

Now let’s see if we can find our boy Mongo; you
probably know where to go.

Yep, there he is, all right! Good thing .he hasn’t
noticed you, you can get the drop on him. My my,
I think you just managed to come up with the evi-
dence that will put him away for awhile (and let’s
hope you have ALL the evidence!). He isn’t happy
about this, naturally, but fortunately he gives you
some hot news.

However, you haven’t gotten much further in
your attempts to find Rita. Maybe a visit to "Boss"
Farnham himself might help to clear things up.
Then again, maybe it won’t, but you really should
go see him. At least one thing he has to say (and
not necessarily to you) is pretty important.

Well, you didn’t learn too much, after all. You -
still don’t know where Rita is, but on the other
hand, there aren’t too many places left to check out
(by the way, you HAVE been stopping off here
and there to ask questions, haven’t you??). In fact,
if you’ve been mapping the town, there’s really
only one spot she could be (no, NOT the police sta-
tion!). Of course, there’s a small obstacle in your
way, but if you listened carefully, it should be no
problem at all.

Hey, not too bad, Sam. You've rescued Rita and
Wainwright and sent another crook to jail. You're
getting closer to doing the same to Farnham, but
you don’t have quite enough evidence yet. Let’s
see, how about a visit to Charlie’s place? You
haven’t had a chat with him yet.

First you have to get past Rocco, but that’s easy.
However, Charlie isn’t too thrilled to see you, and
any second now he’ll call in his tame bruiser to
throw you out. You don’t want that to happen, so

Commodore 64 /128"
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think fast. How can you keep Rocco from coming
in (remember the Dixie Arms!)?

Ok, Rocco is stopped for the moment, but that
won’t last long. You also have to keep Charlie un-
der control while you snoop around. Then get out
quick, because Rocco will be after you. You'll have
to deal with him once more before you can escape
safely, but the means are at hand, and you should
be able to handle him.

You have almost everything you need now, al-
though an item or two still needs to be picked up.
You know what the key is for, and where to use it,
so move along and see what’s there. Bet you
weren’t expecting a poem, huh? Heh! Yet its
meaning is pretty obvious (Mongo might just as
well have written it in plain English).

Time’s a-wasting Sam, and Farnham’s gunmen
are still on your tail. So dig up that last bit of
proof and....err, well, speak of the devil! Looks like
they have you boxed in now. Thugs are all over the
place. Run for it, Sam! Gulp, they’re catching up to
you. Somehow, you're gonna have to lose them, and
you can’t run forever. Just remember, this is no
time to be squeamish.

Whew, that one was too close for comfort! But
you're safe now, and you finally have everything
you need to convict Farnham, It’s a simple matter
to have him arrested (make sure you have ALL the
evidence), and the case is solved. Not a bad day’s
work, Sam!

Well, I see your glass is empty, and the invisible
clock on the wall says it’s just about that time again
(you didn’t know it could talk? How else could you
tell time with an invisible clock?). Before you go,
remember that if you need a hand with most ad-
venture games, you can get in touch with me in the
following ways:

Delphi: Visit the GameSIG, under the Groups
and Clubs menu. GEnie: Stop in at the Games
Roundtable (type: Scorpia to get there). Source:
Send SMAIL to ST1030.

And, as always, there is US Mail. Remember to
include a self-addressed, stamped envelope with
your questions if you live in the US:

Scorpia P.O. Box 338 Gracie Station New York,
NY 10028

That'’s it until next time. Happy Adventuring!

We're on the Line.

ATTENTION:SPORTS J UNKIES'
BE A WINNER!

COMPUTER SPORTS WORLD—a computerized database
with over 3000 files of UP TO THE MINUTE sports and
horse racing information. At your fingertips
and available 24 hours, 7 days a week!

FOR A FREE ON-LINE DEMONSTRATION OR
BROCHURE CALL NOW

1-800-321-5562

In Nevada Call 702-294-0191

All major credit cards accepted.

CSW is a sports information database not a sports service

COMPUTER SPORTS WORLD
PO. Box 13344
Las Vegas, Nevada 89122

Circle Reader Ser\nce #21
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ONLY

A FANTASY GAMER

COULD CALL THIS
HEAVEN.

wl s

i,

If exploring eerie dungeons filled
with monsters is your idea of fun,
we've got two fantasy games that'll
have you floating on cloud nine. Each
breaks new ground in role-playing
games with special features:

WIZARD'S CROWN™ lets you resolve
combat two ways: The computer
can do it quickly, or you can per-
sonally direct it with a multitude of
tactical options.

RINGS OF ZILFIN™ adds unprece-
dented realism to fantasy gaming
with its superb graphics. The fully
animated scrolling screen grants you
step-by-step control of the action.

The gates of heaven are your
local camputer/software or game
store. Enter them today.

If there are neconvenient stores near
you, VISA & M/C holders can order these
$39.95 games by calling toll-free 800-
443-0100, x335. To order by mail. send
your check to: STRATEGIC SIMULATIONS,
4 INC.. 883 Stierlin Road. Building A-200.
Mountain View, CA 94043. (California
residents, add 7% sales tax.) Please
specify computer format and add $2.00
for shipping and handling.
= All our games carry a "'14-day satis-
| faction or your money back™ guarantee.

WRITE FOR A FREE COLOR CATALOG
b‘r OF ALL OUR GAMES TODAY.

" - R
- I ON DISK Ay
A FOR 48K ]
L = APPLE“II | |
2 " g, : SERIES
LI 0 ::;:_jq: s AND - |
SETRED ST T, e 1 “’!ﬁﬂ?l"ﬁ”} CCWECK & ChamaCTER. 13 48 !
onchici i vus okt | C-64" ;
APPLE and COMMODORE 64 are trademarks of Apple Computer. Inc. and Commodore Electronics. Ltd.. respectively. 11985 by Strategic Simulations. Inc. All rights reserved

RINGS OF ZILFIN includes graphics routines from Penguin Software’s Graphics Magician®
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by Johnny Wilson

Psi 5 Trading Co.
r—"-_ e ————

(E=Expert V=Very Good G=Good F=Fair P=Poor)

WEAPONS

AGE
Boris Tarkov 47
QéD s
Yeela 270
Skulard P. 40
Grolo 17
Al Zott 32

RACE
Jargon
Vacedroid
Glork
Balnarv
Scollian
Ulerio

F
F
E
G
E

P @ Ll
Es AP oiE
Gr - EVILE
AP R
G =P E
B2 Er P

(CAN=cannon/BLA=blaster/THR=battle thermos
/M1S=sonic missiles/STS=Stress/LOY=Loyalty)

SCANNING

AGE
Jaru Lagon 127
Phyzo Thynx 25
Blustan 112
Margo Koloya 16
Churglik 340
Mike of Morgon 24

RACE
Palagonon
Dragoolas
Reptilius
Lighton
Flipogian
Hirolian

v
b
F
G
P

Bijas P

moo m o
YT OO0 m
[~ 3 7 I 7 B B~

(INF=infoscanners/TRA=tracking, locking systems
TEL=telepath/VER=verbalcommunications skills)

E

F
P
P
F
E

P

[ M < I > i~ A 3 |

CAN BLA THR MIS SRS LOY
E

F

T ™M U mBO

INF TRA TEL VER STS LoOY
F

F

ocomee m |

NAME : Psi-5 Trading Co.
SYSTEM: C-64/128; Apple
#PLAYERS: 1

AUTHOR : Mike Lorenzen
PRICE: $35

PUBLISHER: Accolade

20863 Stevens Creek Blvd., B-5/E
Cupertino, CA 95014

"Blustan, you overgrown lizard, I need a definite
friend’ or ’foe’ designation on Ship Q immediately.
It’s been in range long enough for Boris to have re-
duced it to beta particles 90 seconds ago. ...Boris! Q
is a bogey and we have a lock! What do you mean
the power’s low on that GX75 Cannon? Get me
that vaccdroid in engineering. ...Engineering, get
the lead out of your alloy and put the juice to that
cannon! I don’t care if you are still under warranty.
New droids melt to slag the same as old ones.
...Repair, acknowledge. ...Repair, acknowledge. I
think that lazy Ryblo’s taken another break. You'd
think that Alphan brandy was more important than
Reactor 1!"

NAVIGATION

AGE RACE RIS EVA TEL VER STS LOY
KLG-7A 6 Vaccdroid E P P E G G
Tegra Kloya 26 Lighton F E E P E F
Nik Relpo 30 Zembolian F E P G G E
Bronxaag 72  Voraxian E G P G P E
Aymu Skump 30 Jamico G F P G P G
Yenx 210  Jagon G E P F G F

(RIS=risk evaluation/EVA=evasive maneuvers/TEL=telepath
VER=verbal communications skills)

ENGINEERING

AGE RACE WEA SHI PRO VER STRS LOY
C. Michaels 33 Lollian E F G G P E
Wilfo 400 Bodian F G G P G E
A. Frisina 26  Graphox E E E G P E
Fligronk P. 350 Cirio F F E F F E
Sheena Sampu 22 Titan F E F F P F
VX-4 0 Vaccdroid E E E F E F

(WEA=weapons systems/SHI=shield systems/PRO=programming,
debugging and device modification)

REPAIR

AGE RACE WEA SHI REA VER STS LOY
Anxy 43  Toklar F E E F F E
T3XR9 M-4 7  Vacedroid G G G F F E
Volfgank(Hank) 27  Tyrolean F E F P P F
Ryblo Flarn 29  Alphan F E F P F G
Bru Marmo 31 Leapion F F G P F G
Swiglitz 52 Altros E F F G G E

(WEA=weapons systems/SHI=shield and defense systems
/REA=reactor repair and maintenance).
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That’s the way you feel when you command a
vessel of the Psi-5 Trading Co., Accolade’s entry
into the space combat game market. The real-time
nature of your decision-making can force you to
hit ‘pause’ and catch your breath. The personalities
of your crew members have a direct bearing on
how your ship will fare when the inevitable pirate
fleet descends upon your well-armed cargo ship.

One of the most satisfying aspects of Psi-5 is
the way that the composition of the crew affects
the success of the mission. The player is given six
choices for each crew position (department). The
six candidates are displayed on the screen a la
Hollywood Squares (the T.V. show). When the cur-

Weapons Department Candidate

sor is placed over the caricature and the fire button
is pressed, a resume screen appears. Since the doc-
umentation does not summarize this data, a chart
for each position is included with this article.

e) Zolt

R

3 us
Al Bullseye Zott to Crew EXIT

After the crew is selected and finalized, play
proceeds via a split screen. The upper left hand
corner of the screen offers a view screen which
projects fore and aft views exterior to the ship. The
upper right hand corner portrays a animated cari-
cature of the crew member with which the player
(captain) is communicating. The entire bottom half
of the screen is used for status displays.

Across the top of the display portion of the
screen is a joystick actuated menu which enables
the player to command each of the five sections.
Toggling any of the department labels provides a
separate display for each of the five crew responsi-
bilities. In the Weapons display, one can examine

the statistics of past performance, examine the
current priorities and target disposition, cancel
commands, reprioritize or command. Scanning pro-
vides a list of other ships, locks onto them, and also
informs the player of targeting data and cargo sta-
tus. Navigation allows for risk evaluation, com-
mands for evasive maneuvers, course and speed se-
lection and provides data on the estimated time of
arrival. The Engineering display shows present
power output and priority disposition and allows
for reprioritizing. The Repair display shows what is
currently damaged and allows the assignment of ro-
bodroids to repair damage and prioritization of re-
pair projects.

The game is both challenging and fast-moving.
It is extremely absorbing as one crisis after another
bombards the player. It certainly isn’t the kind of
game where a person can unload stress, however,
since the command position in the game is ex-
tremely stressful,

With the name Psi-5 Trading Co., 1 was ex-
pecting to play a game where market dynamics and
negotiation were extremely important. In Psi-5, the
perishable cargo provides the rationale and victory
determination for the game, but isn’t really integral
to game play. To be sure, the cargo support system
must be kept in good repair or the cargo will spoil
(ending the game in failure), but this is really more
of a space war simulation than an economic simu-
lation.

Psi-5 is a strategy game with personality. The
player/captain is able to put his/her thumbprint of
leadership skill and command personality into the
playing of the game. For example, a player doesn’t
want a character with little initiative in charge of
either Repair or Scanning as he would have to
spend too much valuable time directing those func-
tions and time would be lost. It is terrible to have
the Repair officer take a break every time a spe-
cific assignment is accomplished, even though a
dozen other systems may be damaged. It is also dis-
heartening to have a Scanning Officer who needs to
be ordered to get a lock on enemy ships. These
things can happen without the right crew balance.

Psi-5 offers a real sense of the command console
of a space ship (I know, because I have seen ALL
the Star Trek episodes, hehe). The real-time nature
of the game with the attendant demands of priori-
tizing communications and making snap decision in
crisis management certainly gives one a "Red Alert"
feeling. However, do not be mislead, it is not an
arcade game.

Psi-5 blends ‘fog of war’, tactical options, and
smooth playability into an exciting challenge and a
stirring space adventure.
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MACINTOSH WINDOW

A New

Welcome to the Macintosh Window! I hope that the title of
this column will reflect its purpose as well as the potential of the
Macintosh: a window into a new perspective on gaming. The power
of the Macintosh, both its 68000 and its system software--and its
large installed base of users (well over 500,000 at last count) has
inspired a new wave of sophisticated, intelligent games that appeal
to like-minded gamers.

If you own a Macintosh, you probably didn't buy it to play
games, but you should know how lucky you are: some of the most
innovative designs these days are being done for the Macintosh,
and often for the Macintosh first--or only.

Frank C. Boosman

I want to cover the very best in games for the Macintosh in
this column. In coming months, look for commentary on: Orbiter,
the new space shuttle simulation from Spectrum Holobyte; Dark
Castle, an animated adventure game from Silicon Beach; MacGolf,
a new 3-D golf game from Practical Computer Applications, and
more. If there is something you want to see in this column, or you
have comments or questions about what I have written, please feel
free to contact me at any of the addresses listed at the end of this
column. Having said that, enough for the commentary--onto the
games!

If you have played role-playing games, you know the fantastic
ability of the computer to let you imagine yourself in another place
and time. With the help of software, you can transport yourself
to... the New World of 1492, and become Columbus... Britain of
the Middle Ages, and become King Arthur... or any one of a
thousand other personages, real or imaginary. In this column,
though, we will look at two games which allow you to play a rail-
road engineer and... Henry Kissinger.

A Rivalry Between Giants

Henry Kissinger? The Henry Kissinger of White House Years,
the diplomat and creator of foreign policy? Yes. Chris Crawford,
whose successes include Scram, a nuclear power plant simulation,
and Eastern Front, a World War II wargame, has now given us the
ability to implement the international strategy of our choice in
Balance of Power (BOP), an incredible new game of superpower
rivalries for the Macintosh.

To tell the truth, you don’t play Henry Kissinger in BOP. You
play the President of the United States or the Premier of the So-
viet Union for an eight-year term, from 1986 to 1994. Your goal is
to "increase your nation's geopolitical prestige," as Crawford puts
it. You do this by foiling your computer or human opponent’s in-
ternational political plans and succeeding in your own. You have
all the tools you need to do this: for background information, you
can read local newspaper headlines in foreign countries, compare
statistics, display historical graphs, and more. When it comes time
to implement your plans, you have at your disposal military and
civilian aid, troops, diplomatic pressure, and even the CIA--who
come in handy when you want to overthrow an unfriendly gov-
ernment.

If you actually play the leader of a superpower, why did I
mention Kissinger? Because the role you will play is really more
akin to that of a Secretary of State. No President has the time or
energy to keep abreast of every development in every corner of the
world, but you’ll have to if you want to win the game. To make
your task easier, Crawford has reduced the number of nations from
the actual 180+ to 66, combining or eliminating small or interna-
tionally insignificant nations. BOP greets you with a map of your
world, rendered in excellent detail and taking up almost all of the
Macintosh's screen. To deal with a particular country--to get in-
formation on it or take an action for or against it--you simply
click within its border.

Column!

Let’s Play Global Thermonuclear War

Learning to play the game is simple. After choosing a level
(beginner, expert, or nightmare) and a side to play (USA or
USSR), you are presented with the world map and menu of op-
tions. BOP shades each country on the map in different ways to
represent different information; at the beginning of the game, the
shading is used to indicate whether any major events took place
during the previous year, and if so, in which countries. Other types
of information available in this manner include: which nations are
in danger of a coup d'etat, how much each superpower is dispens-
ing in foreign aid, where insurgency is active, and more. You can
(and must) use this information to plan your strategy.

After a quick survey of the map, you will want to find out
what your opponent--say, the Soviet Union, in this case--has
been up to. A menu option allows you to cycle through all of the
actions your opponent has taken. They will probably have done a
few innocuous things, such as sending foreign aid to Vietnam. You
probably won't challenge them over these actions, but inevitably,
they will do something that will upset you. Let’s say they have
sent military aid to Nicaraugua, and you aren’t going to stand for
it. Clicking on the Question button will get you more information:

Game Countries UsA Ussh INTTTXTIIITY cvents Briefing

Libya

1986

Destabilize
Libya

O No activity
O Encourage dissidents
() Fund opposition
O Incite riots
) Provoke assassinations
f;-'i‘:tSupuurt coup d'etat

Cadial
Hecon
B 1105 tite
oip1 tic Relati hips With USA I

USA Score: 0 USSR Score: 0

how committed are they to this policy? Maybe they don’t seem too
serious about it--so Challenge them! At any point, either party
can give in; the longer before this happens, the more prestige the
side that Backs Down loses. If neither side gives in, and an acci-
dental nuclear war isn't started, the player who first started the
confrontation will have the option of backing down or proceeding
to DefCon 1--nuclear war. If Def Con 1 is chosen, the game ends,
but not without a humorous and thought-provoking final display.
I urge you to see this display for yourself, on a friend’s computer if
necessary.

The idea behind the game is, as Crawford has said, the im-
portance of consistency. I discussed Henry Kissinger before;
Crawford garnered many of his ideas for BOP during a reading of
White House Years, including the most important: consistent rela-
tionships. A player who abandons friendly nations will soon find
himself or herself in a heap of trouble: the computer opponent will
be emboldened to try new aggressions, and nations still friendly
will think twice about their alliances with such a wimp of a super-
power. Consistent relationships should be maintained at nearly
any cost.

Continued on pg. 45
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COMMODORE 64
COMPUTER

(Order Now)

*139°°

* C128 Disks 79¢ ea.*
* Paperbock Writer 64 $39.95
* 13" Color Monitor $139.95

C128 Commodore
Computer &
1571 Disk Drive

*499°°

* Voice Synthesizer $39.95
* 12" Monitor $79.95

COMMODORE 64
SYSTEM SALE

Commodore 64 | . 0058H

Com. 1541
Disk Drive $
13'" Color
Monitor

CALL BEFORE YOU ORDER SPECIAL SOFTWARE COUPON PRICES MAY BE LOWER

We pack a SPECIAL SOFTWARE DISCOUNT
COUPON with every COMMODORE b4
COMPUTER, DISK DRIVE, PRINTER, or
MONITOR we sell! This coupon allows you
to SAVE OVER $250 OFF SALE PRICES!!

COMMODORE 64 COMPUTER $139.95
You pay only $139.95 when you order the
powerful B4k COMMODORE 64 COMPUTER! LESS
the value of the SPECIAL SOFTWARE DISCOUNT
COUPON we pack with your computer that allows
you to SAVE OVER $250 off software sale prices!!
With enly $100 of savings applied, your net
computer cost is $39.95!!

* €128 DOUBLE SIDED DISKS 79 EA.
Get these 5" Double Sided Floppy Disks

specially designed for the Commodore 128
Computer (1571 Disk Drive). 100% Certified,

C128 COMPUTER & 1571 $499.00
Now you can get the C128 Commodore computer
& the 1571 Disk Drive for one low price of only
$499.00. List $698.00

SALE $499.00.

340K 1571 COMMODORE
DISK DRIVE $259.00

Double Sided, Single Disk Drive for C-128 allows

you to use C-128 mode plus CPM mode. 17 times

taster than 1541, plus runs all 1541 formats.

List $349.00. Sale $259.00.

(Examples)
PROFESSIONAL SOFTWARE
COMMODORE 64

3 L . Name List Sale Coupon
Lifetime Warranty, Automatic Lint Cleaning : SUPER AUTO DIAL MODEM $29.95
L included. 1 B 10 $9.90 (99° 5 PaperClip $59.95 $3495 52995 i &
iner lnclu ed. ox of 10 - $9.90 (99° ea.), Consuiltant $59.95 $49.95 $39.95 Easy to use. Just plug into your Commodore 64
Boxes of 10 - $44.50 (89" ea.). 10 Boxes of 10 Leader Boord $39.95 $24.95 $22.95 computer and you're ready to transmit and
-$79.00 (79" eq.). The Print Shop $44.95 $27.95 $26.95 receive messages. Easier to use than dialing your
13 COLOR MONITOR $139.95 Halley's Project $39.95 $22.95 $19.95 telephone, just push one key on your computer!

Practicalc (spread sheet) $59.95 $19.95 $14.95

Incl |
Voice Command Module $79.95 $39.95 $34.95 ncludes axclusive easy toluse program foraip and

Y I 139.95 wh der this 13"
ol pay oniyly bt Bl et s AL down loading to printer and disk drives.

COLOR MONITOR, LESS the value of the SPECIAL Nine Princes in Amber  $32.95 $24.95 $21.95

SOFTWARE DISCOUNT COUPON we pack with Super Bowl Sundoy $35.00 $22.95 $19.95 Best in U.S.A. List $99.00. SALE $29.95.
your monitor that allows you to save over $250 off ;Fip?nd;i_linish Filer :?;:g ::;:: ::(1;;3 Coupon $24.95.
& . 2 ro Joy Stic! . it J
;oni?:ée :n:llfnr;rlnccg?;r' mr"hlgrn:z:‘_fg?lf ss%;”);g; PartyWare $19.95 $14.95 $11.95 VOICE SYNTHESIZER $39.95
' I I r . .
EI%PCOlcr“;]. ¥ g‘:\:’nc(?:f;lonnm $895 56595 § 460 For Commodore-64 computers. Just plug it in and
Sylvia Porter $59.95 $38.95 $35.95 you can prograom words and sentences, adjust
Premium Quality 120-140 CPS Hardball $29.95 $18.95 $16.95 volume and pitch, make talking adventure games,
Comstar 10X Print~" $148.00 C64 Troubleshoot & sound action games and customized talkies!!
9

Repair Guide $24.95 $1595 $12.95 PLUS ($19.95 value) TEXT TO SPEECH program
included FREE, just type a word and hear your

computer talk — ADD SOUND TO "ZORK", SCOTT

(See over 100 coupon items in our catalog)

The COMSTAR 10X ~* carriage, 120-
140 CPS, 9 - double strike
capabilit S (near letter

quality), 120 x 144 dot ADAMS AND OTHER ADVENTURE GAMES!! (Disk
matrix), L eft and right Write or call for or tape.) List $89.00. SALE $39.95

T e 1 ithy supes Sample SPECIAL SOFTWARE COUPON! 12" MAGNAVOX (NAP) 80 COLUMN
Brochics o o S gi;':s':;,ubp:‘-,f‘, MONITOR WITH SOUND $79.95
quality .and ¥ ound on printers costing Super High Resolution green screen monitor. 80

columns x 24 lines, easy to read, plus speaker for
audio sound included. Fantastic value.
List $129.00. Sale $79.95.

(C128 cable $19.95. C64, Atari cable $9.95)

PRINTER/TYPEWRITER
COMBINATION $229.95

"JUKI" Superb letter quality, daisy wheel
printer/typewriter combination. Two machines in
one just a flick of the switch. 12" extra large
carrioge, typewriter keyboard, automatic margin
control and relocate key, drop in cassette ribbon!
(90 day warranty) centronics paorallel or R5232
serial port built in (Specify).

List $349.00. SALE $229.95. iLtd. Qty.)

twice as muon!! (Centronics Parallel Interface)
List $399.00 Sale $148.00.

4 SLOTEXPANDER & 80 COLUMN BOARD $49.95
Now you program 80 COLUMNS on the screen at
one time! Converts your Commodore 64 to 80
COLUMNS when you plug in the 80 COLUMN
EXPANSION BOARD!! PLUS 4 slot expander!
Limited Quantities. Sale $49.95. Coupon $39.95
80 COLUMNS IN COLOR
PAPERBOCK WRITER 64 WORD PROCESSOR $29.95
This PAPERBOCK WRITER 64 WORD PROCESSOR is
the finest available for the COMMODORE 64
computer! The ULTIMATE FOR PROFESSIONAL

ATTENTION
Computer Clubs

We Offer Big Volume Discounts
CALL TODAY!

Word Processing, DISPLAYS 40 or 80 COLUMNS IN PROTECTO WARRANTY

COLOR or black and white! Simple to operate, All Protecto’s products carry @ minimum 90 day warranty. 14" RGB & COMPOSITE
powerful text editing, complete cursor and If anything fails within 90 days from the date of purchase, COLOR MONITOR $259.95
insert/delete key controls line and paragraph J| simply send your product to us via United Parcel Service Must be used to get BO columns in color with 80
insertion, automatic deletion, centering, margin [§ Prepaid. We will IMMEDIATELY send you a replacement at column computers (C128 - IBM - Apple). (RGB
settings and output to all printers! List $99.00. no charge via Un_lted Parcel Service prepaid. This warranty Cable $19.95) Add $14.50 shipping.

SALE $29.95. proves once again that We Love Our Customers.

List $399.00. SALE $259.95.

* LOWEST PRICES * 15 DAY FREE TRIAL . ":o"ic";“ﬁ;‘s i * 90 DAY FREE REPLACEMENT WARRANTY
* BESTSERVICE IN U.S.A. * ONEDAY EXPRESSMAIL 5’ -~ o b o e saturdays * OVER 500 PROGRAMS * FREE CATALOGS

Add $10.00 for shipping, handling and insurance. Illinois residents
please add 6% % tax. Add $20.00 for CANADA, PUERTO RICO, R TEc'o
HAWAII, ALASKA, APO-FPO orders. Canadian orders must be in U.S.

dollars. WE DO NOT EXPORT TO OTHER COUNTRIES, EXCEPT

CANADA. Enclose Cashier Check, Money Order or Personal Check. We Love Our Oustome’rs
Allow 14 days for delivery, 2 to 7 days for phone orders, 1 day express 22292 N. Pepper Rd. Borringion Ilinois 60010
mail! Prices & Availability subject to change without notice. ; :

VISA — MASTER CARD — C.0.D.  No. C.O.D. to Canada, APO-FPO 312/382-5244 to order
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CALL
312-382-5050

ATARI

Software Sale

CALL
312-382-5050

(T) Tape, (C) Cartridge, (D) Disk.

GAMES

Electronic Arts

A0790 CHESSMASTER 2000 ...............0. $29.95
AD791 AGE OF ADVENTURE. ................ $22.95
ADT92 GOLDEN ‘OLDIES ...\ 0vconeneronansos $19.95
A0793 SUPER BOULDERDASH ................ $17.95
A0794 RACING DESTRUCTION SET ........... $23.95
A0684 DR. J & LARRY BRDGO1ON1(D) ...... $23.95

A0685 MOVIE MAKER (D) ......0cvivvunnnnnn
A0686 SEVEN CITIESOF GOLD (D) ............
AD687 PINBALL CONSTRUCTION SET (D)....

AD6BB MUSIC CONSTRUCTION SET (D) .. S
A0689 FINANCIAL COOKBOOK (D) ...........
ADSFO MULLE. [D)...cvvvvrinivnainennennsan

Designware

A0409 SPELLAKAZAM . ............cc0vunnnn. $ 9.95
AO403 MATH MAZE ........ovvvevinnannnnns $12.95
AD406 TRAP-A-ZOID .........cc0vivivnvunnnns $9.95
AD40V CRYPTOCUBE ............cc0vnnvunns $12.95
AD400 MISSION ALGEBRA................... $24.95

A0404 SPELLICOPTER
AQ402 SPELLAGRAPH

Broderbund
ADDAS PRINT SHOP .. v e iaidion s eisisrs maie s
A0046 GRAPHIC LIBRARY 1 ...
AD047 GRAPHICLIBRARY 2 .. ................
A0300 GRAPHICLIBRARY 3 ..............00us
A0669 BANK STREET WRITER
A0517 LODE RUNNER (D)

A0670 CHAMPIONSHIP LODE RUNNER (D). .. ..

ADET) KARATEKA (D)...........cc0vinnnnnns $18.95
Activision

A0520 STAR BOWL FOOTBALL. ............... $23.95
A0795 ON TRACK RACING .................. $17.95
AOTIE MUSIC STUDIO . s L5 iiainis smsiiie saiom $20.95
A0797 STAR LEAGUE BASEBALL .............. $17.95
A0598 SPACE SHUTTLE(D).........covvvnnnnn $15.95
A0599 GHOSTBUSTERS (D). ....covvvrvrnnnnns $23.95
ADSES HACKER (D). oot hthniniomieis srere sloisio s aoe $15.95
AD666 MIND SHADOW (D) ..........o0vnnnn. $15.95
A0667 MASTER OF THE LAMPS (D) ............ $15.95
AD668 GR AMER CROSS CNTRY RD RACE (D) ....$15.95

Avalon Hill

A0960 COMPUTER TITLE BOUT
A0961 JUPITER MISSION 1999 .. ..............
A0962 COMBAT CHESS. ...............
AD963 MISSION ON THUNDERHEAD .. e
AT TAC (D) RN SR oS e e

AD606 QUEST OF THE SPACE BEAGLE (D) ...... $22.95
A0607 CLEAR FOR ACTION (D)............... $19.95
AOS09 GULF STRIKE (D). ..o vveineneenninnnnn $19.95
Cosmi

A0509 CAVERNS OF KHAFKA ................ $12.95
A0507 FORBIDDEN FOREST (D&T) ............. $12.95
AD798 TALLADEGA (D) ...........0vvvnnnnns $12.95
A0799 MASTERS OF TIME (D) . . . ..o vevvv e $12.95
A0508 AZTEC CHALLENGE (D) ................ $5.99
AOS10 E FACTOR (DBT) ..ot vvvneiniinvnnanss $5.95
A0612 CRYPTS OF PLUMBOUS (D) ............. $5.95
A0615 SPIDER INVASION (D&T) ............... $5.95
AO6T4 MELTDOWN (D&T) ....vvvveennnnnnnn.. $5.95
Xlent

ADBIO TYPESETTERID) o iviiv vt vnnninnninnon s $24.95
AO0B11 RUBBER STAMP (D) ................... $19.95
A0B12 PAGE DESIGNER (D) .................. $21.95
ADBI3 MEGAFONT (D).......vvvininnnnnnn. $18.95

EDUCATION

Weekly Reader

AT PIC BUILDER o o vos e v s $14.95
A0412 STICKYBEARBOP (D). .......oovvvnnn.. $14.95
A0413 STICKYBEAR NUMBERS (D) ............ $14.95
A0414 STICKYBEAR BKST BOUNCE (D) ......... $14.95
A0415 STICKYBEAR OPPOSITES (D). ........... $14.95
A0416 STICKYBEAR ABC (D). .....ovvvnvnnn.. $14.95
AD417 STICKYBEAR SHAPES (D) .............. $14.95
A0201 ATARI WRITER PLUS (D) ............... $49.95
AB203 VISICALC D) .. ..cvvivuvivnnonneninis $24.95
A0204 HOME FILING MANAGER (D) .......... $19.95
AO206 FILEWRITER (D) ... v vovvvunnanvanesns $20.95
A0207 REPORTWRITER (D) ... oo ovveevneenns $19.95
ADODD PAPERCLIP .5 i St da $49.95
A0208 MENU WRITER (D) . .....vvvvnninennnn. $19.95
A0209 FAMILY FINANCE (D)............cvuun $19.95
A0210 HOME INTEGRATOR (D) .......ccvnunnn $19.95
A0211 SMALL BUS INVENTORY (D). ........... $11.95
A0212 SALESMAN'S EXPENSES (D) ........... $11.95
A0214 RETAIL INVOICE (D) ......vvvvvennnnnn $11.95
AD215 TIMEWISE (D) .. ..o ovvvniniinnvinnnnnn $14.95
A0216 PEACHTREE G/L (D) ...ovvvvivrannnnns $49.00
A0217 PEACHTREE A/R (D) ....ovvvevnennnnn $49.00
A0218 PEACHTREE A/P (D) .......oovvvvnnnnn $49.00
AQZITSYN CALCHD). - s o, $32.95
A0718 SYN CALC TEMPLATES (D)............. $14.95
A0672 APPT PLNR/WKLY SCHEDULE (D)....... $12.95
A0673 ACCOUNTS RECEIVABLE (D)........... $11.95
A0674 ACCOUNTS PAYABLE (D).............. $11.95
Synapse

A0535 BLUE MAX 2001 (D) ...oovennnnnnnen, $19.95
A0537 NEW YORK CITY/ELECTRICIAN (D)...... $14.95
ADS40BLUEMAX (D). .......coiiivininnnnnens $19.95
AO0715 MIND WHEEL (D) .......covvvinnnnnnn. $24.95
ADTVE ESSEX {D).oisicnivmms v wivnisnnsmmsnisia £24.95
Epyx

A0520 JUMPMAN (D) .....oovvviniinnnnannns $14.95
A0521 DRAGON RIDERS OF PERN (D) ......... $14.95
A0522 SUMMER OLY GAMES (D). ............. $22.95
AQ523 PITSTOP DY v e v v atves $22.95
A0524 BALL BLAZER (D) ..........cvvvvnvnnnnn $22.95
A0525 RESCUE ON FRACTULUS (D) .. .......... $22.95
A0693 KORONISRIFT (D) .. oovvveinenninnnn, $22.95
A0692 THE EIDOLON (D) ....ovvvnvvnnnnannn $22.95
Strategic Simulations, Inc.

A0968 SIX GUN SHOOTOUT . ................ $23.95
A0969 BATTLE OF ANTIETAM ................ $31.95
AQITOIUSIAAE. . o TR $36.95
A0971 CARRIER FORCE .........c0c00nnnennnn $36.95
R e o o $23.95
A0973 MECH BRIGADE. ............c0v0vennnn $36.95
A0527 FIELD OF FIRE (D) . . .+ oot eveevnneanns $23.95
A0530 IMPERIUM GALATUM (D). ............. $23.95
AO0S31 RAILS WEST (D) .......ccviuicnnnnina, $23.95
A0533 50 MISSION CRUSH (D)...........c.unn $23.95
A0590 BROADSIDES (D).......cvonverennnnan $23.95
A0591 COMPUTER QUARTERBACK (D) ........ $23.95
A0592 COMPUTER AMBUSH (D) .............. $36.95
A0593 COMPUTER BASEBALL (D)............. $23.95
A0712 COLONIAL CONQUEST (D) ............ $23.95
AO714 KAMPFGRUPPE (D)........cvovvvennnnn $36.95
DLM

A0680 SPELLING WIZ (D) .........covvnvnnn.. $19.95
A0681 ALIEN ADDITION (D) ............cuut.. $19.95
A0682 METEOR MULTIPLICATION (D) ......... $19.95
AD683 ALLIGATORMIX (D) ...ovvnvvnnnnannnn $19.95

please add 6% % tax. Add

VISA — MASTER CARD — C.O.D.

Add $3.00 for shipping, handling and insurance.
$6.00 for CANADA, PUERTO RICO,
HAWAII, ALASKA, APO-FPO orders. Canadian orders must be in U.S.
dollars. WE DO NOT EXPORT TO OTHER COUNTRIES,
CANADA. Enclose Cashiers Check, Money Order or Personal Check.
Allow 14 days for delivery, 2 to 7 days for phone orders, |1 day express
mail! Prices & availability subject to change without notice.

No. C.0.D. to Canada, APO-FPO

Ilinois residents

EXCEPT
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Atari

A0420 ATARIMUSIC I (D) .....ooiiniinnnnnnn
A0421 ATARIMUSICII (D) ...ooovvinninnnes
AQ422 INTROPROG I (T) ...vvvevnnnnnnncnnns
A0423 INTRO PROG 11 (T)......ovvinvnninnnen
A0424 INTROPROG IH(T) .....covvinnnnnnnen
A0425 ATARI LAB STARTER (C)...............
A0426 ATARI LAB LIGHTMOD (C) ............
A0428 SKYWRITER (C) ................ W

A0429 CONVERSATIONAL FRENCH (T) .
A0430 CONVERSATIONAL SPANISH (T)
A0431 MY FIRST ALPHABET (D) ...............
A0432 SPEED READING (T) ..........co0uvuen
AQ433 TYPO ATTACK (C) .....ocvvivnnnnnnnes
A0435 VERBAL MODULE SAT (D). .............
A0436 SAT SAMPLE PRETEST(D)..............
A0437 MATH MODULE SAT(D) ...............
A0438 TOUCH TYPING (T) ........covvvnnnnnn
A0439 JUGGLES RAINBOW (D). ..............
A0440 JUGGLES HOUSE (D). ..........c0nenen
A0442 TOUCH TABLET/SOFTWARE. ...........
OMAS PAINTUD) i i i sl Moeens v
A0315 PILOT/TURTLE GRAPHICS (C) ..........
ADIS LOGO [C) v uvsiiuinieinsiivninians
A0318 ASSEMBLER/EDITOR (C)...............
A0319 MACRO ASSEMBLER (C) ...............

Spinnaker

A0444 LINKING LOGIC (C) ....ovvvvinnennnnn. $12.95
A0445 DANCE FANTASY (C) ................. $9.95
A0446 MEMORY MANOR (C) .............uues $12.95
A0447 LOGIC LEVELS (C) . ..covvvvvvnnnnnnnns $12.95
A0448 KINDERCOMP (D) ...............uenn. $16.95
A0449 FACEMAKER (D). .......ccvvviinnninnn, $12.95
AD4SOKIDS ONKEYS(D) .....oovvvvvnnnnnnns $12.95
A0451 GRANDMAS HOUSE (D) . .............. $16.95
A0452 KIDWRITER (D). .......c0vvunnninnenn. $16.95
A0454 IN SEARCH AMAZ THING (D). .......... $22.95
ADASS TRAINS (D) e, o iy des s o $18.95
A0456 ALPHABET ZOO (D) ..................$12.95
ADUST AEROBICS (D). 5 v ves s srvsivon o et $22.95
AO0710 DELTA DRAWING (C). . .en. 912,95
AO0711 ADVENTURE CREATOR (C] ..$12.95

American Educational Computer

AQABS SPELLING . .....cvovuvinivinernnsnas $21.95
A0459 VOCABULARY WORD BLDR (D) .........$14.95
AD460 GRAMMAR WRK USE SKILLS (D) ........ $14.95
A0461 WORLD GEOGRAPHY FACTS (D)........ $14.95

A0462 SPANISH VOCAB SKILLS (D)
A0463 FRENCH VOCAB SKILLS (D) ............

$14.95
$14.95

A0464 WORLD HISTORY FACTS (D) $14.95
A0465 US HISTORY FACTS (D)................ $14.95
AD466 US GEOGRAPHY FACTS (D) ........... $14.95
A0467 US GOVERNMENT FACTS (D) .......... $14.95
AD468 LEARN TOREAD (D) .......ovvvuvnnnns $21.95
A0470 READING COMPREHENSION (D)........ $21.95
AD418 BIOLOGY FACTS (D) ......covvvvvnnnn. $14.95
A0493 ELEM SCIENCE3&4(D) ............... $14.95
A0494 ELEM SCIENCES&6(D) ............... $14.95
A0495 ELEM SCIENCE7&8(D) ............... $14.95
Artworx

ADBED BRIDGE M0, . s v nen t.e wioselithiacn s wrmcersinia s $15.95
A0661 COMPUBRIDGE . : $15.95
A0738 LINKWORD LANGUAGE-SPANISH {D} .$16.95
A0739 LINKWORD LANG-FRENCH (D) ......... $16.95
AD740 LINKWORD LANG-GERMAN (D) ........ $16.95
A074) LINKWORD LANG-ITALIAN (D)......... $16.95
A0663 MONKEYMATH (D). ....ooovvvennnnnns $15.95
A0664 MONKEY NEWS (D) .. ....o.ovvenennnnn $15.95

COMPUTER DIRECT

We Love Our Customers
22292 N. Pepper Rd., Barrington, Ill. 60010

312/382-5050 to order



152K Lowest Price In The USA/! 152K

anr Computer System Sale

* Students ®* Word Processing ®* Home °® Business

152K $379 |
System

(130XE System)

@

——

Limited Time

i e S

Composer. pefender

Home Fi
Muslic

LOOK AT ALL YOU GET FOR ONLY $ 3 79 INDIVIDUAL| ¢ AvE
LIMITED QUANTITIES SYSTEM PRICE LIST PRICE SALE PRICE OVER $100

@ Atari 130XE 152K Computer $249.00 $134%
@Atari 1050 127K Disk Drive 299.00 159 b L
@ Atari 1027 Letter Quality 20 CPS Printer 299.00 159° 53 1900
Super Atari Word Processer 59.95 499
Atari BASIC Tutorial Manual 16.95 ) foid SYSTEM

All connecting cables & T.V. interface included.

¥z Monitors sold separetly. TOTALS 3923.90 ss I 2.15 < ©ALE PRICE

CALL FOR 1027 PRINTER REPLACEMENT OPTIONS * Free software subject to substitution for other titles

Other Accessories List Sale Add $9.95 for
¥r 12" Hi Resolution Green Screen Monitor $199.00 $79.95 Connection Cables
v+ 13" Hi Resolution Color Monitor $399.00 $139.95 Add $10 for UPS

15 DAY FREE TRIAL. We give you 15 days to try out this ATARI COMPUTER SYSTEM! ! If it doesn't meet your expectations, just send it back to us prepaid
and we will refund your purchase price!! 90 DAY IMMEDIATE REPLACEMENT WARRANTY. If any of the ATARI COMPUTER SYSTEM equipment or
programs fail due to faulty workmanship or material within 90 days of purchase we will replace it IMMEDIATELY with no service charge! !

Best Prices * Over 1000 Programs and 500 Accessories Available * Best Service
* One Day Express Mail * Programming Knowledge ¢ Technical Support

Add $25.00 for shipping and handling!! comp uTEn D.n!"

Enclose Cashiers Check, Money Order or Personal Check. Allow 14 We Love Our Customers
days for delivery. 2 to 7 days for phone orders. 1 day express mail ! ;
We accept Visa and MasterCard. Add $25 if Air Mail. C.O.D. on 22292 N. Pepper Rd., Barrington, Ill. 60010

phone orders only, 31 2/382-5050 1o order
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Wargame

Apple I1; IBM

1-2

L. Howie

Simulations Canada

P.0. Box 452
Bridgewater, Nova Scotia
Canada B4V 2X6

=

BAITLE of the ATLANTIC

BATTLE OF THE ATLANTIC
by William H. Harrington

The end came, finally, on 7 May 1945 when the
last Fuhrer of the Third Reich, Admiral Donitz,
ordered the surviving remnants of the German
Kriegsmarine to hoist a black flag and surrender.
Yet only three years before they had nearly turned
the Atlantic Ocean into a Nazi lake. In those dark
days England’s Winston Churchill called this fateful
struggle for England’s survival the "Battle of The
Atlantic."

Simulations Canada has created in Battle of The
Atlantic (BOA), a sophisticated and highly playable
simulation of this decisive World War II naval con-
flict. The "feel" is superb and the excitement first
rate. The game is either one or two player with the
computer capable of playing either side. At your
command are all the naval and air forces of the
Axis and Allied Powers, from U-Boat wolf packs
to Allied convoys and escorts. BOA is an Opera-
tional Level game, with the players ordering and
deploying both naval, air and amphibious task
forces and responding to combat opportunities as
they arise. Players do not resolve individual battles,
perform logistical functions or schedule submarine
patrol rotations, activities that Theater Commanders
would not normally involve themselves in.

The latest Apple version of BOA (2.4) includes
faster combat resolution, an improved solitaire
player and better all around compatibility. Oh yes,
the upgrade for existing owners is free from the
gang in Nova Scotia, just return your original disk.
Simulations Canada’s support is first rate. You
might think of Simulations Canada as the "Infocom"
of strategy gaming., BOA, as all of Simulations
Canada’s games, is text only. During the course of
play a constant stream of reports over a two week
period informs the players of the results of combat
patrols, intelligence - accurate or not, convoy in-




terceptions and various amphibious operations in-
cluding the German invasion of Norway and the
allied landings for Operation Torch in North
Africa. As the reports come in the folks at Simula-
tions Canada have even included the distinct clatter
of teletype machines. Sort of like having you own
"Enigma" code machine at fleet headquarters in
Kiel clattering away outside you office.

At the conclusion of each game-turn players
may examine an almost exhaustive number of re-
ports including such items as task force missions,
damage reports and weather. The time frame is
1940 to 1944. The game system uses an "area" sys-
tem of unit deployment rather then the traditional
"hex" grid system. The result is a game system that
flows easily and allows the gamer to concentrate on
strategy rather then game mechanics. While simple
to learn the system conceals considerable sophisti-
cation. Don’t rely on the documentation to reveal
all the detail that Newberg and company have in-
cluded in BOA. As Steve Newberg recently said,
"We’d like the gamer to be surprised." Rest assured
you will be!

At the beginning of the game, players may select
one of several scenarios that end the game in De-
cember of any year prior to 1944 or elect to carry
the game to it’s final conclusion in May of ’44. In
addition to an "historical" scenario that faithfully
models the combat capabilities and historical back-
ground of the period several very interesting op-
tions are available to explore "what ifs" including
an enhanced German Fleet complete with aircraft
carriers, a scenario I like to call the "Lindberg" op-
tion based on a "Neutral" America and even a sce-
nario old Admiral Donitz, himself, would have
loved, a neutral America AND an enhanced Ger-
man Fleet! Of course a game can be saved in
progress for later play, a necessity as game play in
BOA can easily span an entire weekend.

Orders in BOA show off the gaming system to
it’s best advantage. Rather than tracing task force
movement through a conventional hex grid players
simply select the ocean area destinations, another
area the task force must pass through (useful for
sneaking German surface raiders through the Den-
mark Straits for instance) and a different return
route if desired. The computer will even determine
the length of time a task force or naval unit can
patrol given its range and course! Should enemy
task forces or targets become available there’s even
an option to order interceptions by all adjacent
friendly units! Just hope that your intelligence
didn’t mistake a destroyer for a Battle Cruiser.

Task Forces can screen naval areas against en-
emy forces (useful for supporting amphibious
landings for instance) or conduct normal combat
patrols. British vessels may escort convoys or con-
duct anti-submarine patrols.

Tactical options include evasion, shadowing
enemy units or engagement. Once battle is joined
however it’s nail biting time. Combat reports may
be confused or fragmentary. Even enemy radio
transmissions may be picked up! And sometimes
only an ominous silence. Strategy in BOA revolves
around the "Fleet in Being". The concept that even
a much smaller naval force can challenge and per-
haps even neutralize a much larger enemy fleet.

Don’t expect a grand "Jutland" style naval battle
to work here. Rather the conflict is BOA will most
likely become a protracted and deadly war of attri-
tion. Neither the Allied or Axis forces have
"enough" resources. America’s entry into the war
can eventually unleash awesome industrial might if
Britain’s beleaguered Merchant Marine can survive
the relentless U-Boat attacks of *41 & ’42. As in
the actual battle replacements will become available
to the combatants throughout the game, damaged
vessels must be repaired and new strategies em-
ployed to adapt to the changing situation.

Historically Donitz believed that if Germany’s
U-Boats, battle cruisers and aircraft could sink
300,000 tons of shipping a month England would
be starved into submission and America made
powerless to intervene in the European conflict. He
come close, very, very close!
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OMNITREND'S

OMNITREND'S

Universe II: An Overview
Or: The Perils of Playtesting

by Mark Bausman

Name: Universe 11
System: IBM and compatibles
#Players: 1
Price: $70
Designer: William Leslie III
Publisher: Omnitrend

P.0. Box 3

West Simsbury, CT 06092

In addition to an overview of Universe II this ar-
ticle reveals some of the perils that can plague a
playtester.- Ed.

A few years ago I discovered a game called
Universe for my Atari 800 and immediately became
a fan. I built a ship with the best components and
had more money than I knew what to do with, but
I never found the Hyper Space Booster. After time
I moved on to other games.

When I heard that Cmnitrend was about to begin
playtesting on Universe II, 1 contacted them and got

on the playtest list for the IBM version of the
game. A few weeks later version one arrived at my
door.

Universe II picks up after the Hyper Space
Booster has been found at the planet of Diftalpa.
Funny, I was there many times and never saw hide
nor hair of it. I guess you just have to have the
right kind of radio to be a hero. Anyway, the Local
Group is still bent on destruction and most of the
planets have chosen to join either the Federated
Worlds or the United Democratic Planets. The
player assumes the role of a free trader from Vro-
mus Prime. Actually, the trader bit is just a cover
for his spying activities on behalf of the Federated
Worlds. As in Universe, once the player has accu-
mulated some capital he may shed the trader role
and become a miner or pirate.

Omnitrend designed this game for the MaclIntosh
so it doesn’t use color or sound and plays on that
checkerboard background associated with the GEM
operating system. It uses pull-down menus that al-
low the player to select options by pointing and
clicking a mouse or simply by typing the character.
Once you get to know the command sequence you
can run through a series of options pretty quickly.
The menu options and all other printing are dis-
played in a re-defined character set that is suppose
to look like a technical computer print-out. The
letters turned out looking very similar to each other
and I had a hard time trying to tell them apart. It is
very discouraging to start a playtest and find that
you can’t even read the menu options. Well, part of
a playtest is to see what happens when you press
the wrong key and boy did I get a lot of wrong key
testing done before I learned the shapes.

In the old Universe the best way to play the
game was to start out as a trader, make the Axia to
Zeath run four or five times, upgrade to a mining
ship and mine Ore I until you had a ton of money,
then become a pirate or start mining the inhabited
planets until you found the hyper space booster or
quit playing. Universe II has made things a little
harder. Now, you start with an Agoura class star-
ship located in deep space in the Hope system. The
ship has all low-level components and a base crew
of five inexperienced but hard-working souls. You
should still make the Axia to Zeath run but you
won’t find any B, Doshniva clothing on the buy
board and no product that guarantees a 400% return
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on investment. To be a successful trader in this
game you will have to concentrate more on price
than on product.

This version of Universe has included two as-
pects which help to offset the more difficult trad-
ing environment. Number one is a component
called a Ramscoop. The Ramscoop will allow you to
collect Ore IV directly from the atmosphere of
gaseous planets. Since the Agoura has a small
mining section, Ramscooping and buying are the
only two ways to get more Ore IV. The second item
is the fact that your spy boss, Admiral Bresheliah
will actually pay you when you complete missions
for him. Trading, carrying passengers, and com-
pleting missions should earn enough money that
you may soon consider changing occupations.

To change occupations you will need 300,000 to
400,000 credits and some trained crewmen. It is a
good idea to hire the type of crewman you will
need early in the game and then send them to
school to upgrade their skills. If you intend to be-
come a pirate it is very important to have a well
trained Gunner in your crew and a few upgraded
Marines to capture the bridge of an enemy vessel.
One of the things which make changing occupations
so expensive is the facc that you usually must
change your ship. The Agoura can not be used for
mining because it's mining section is to small for
anything but a Ramscoop. It also does not make a
good pirate vessel because the drives and weapons
sections are to small. As you may have guessed, in
Universe II each ship is predesigned with a certain
amount of space in each section and you may
trade-in your old ship for a new one. Almost all
the designs will allow trading, but mining and pi-
rating seem to be mutually exclusive.

Two areas which underwent a big change be-
tween Universe and Universe II were the crew and
Starport sections. In the old Universe the crew was
simply an abstract number that required a certain
amount of supplies each day and got killed off

when you boarded an enemy vessel. Now crewmen
have a name, grade, and skill type. You still must
feed them every day and now you must also pay
them whenever you make drydock. Crewmen may
be astrogators, pilots, marines, miners, or gunners
and their skill level may be upgraded by sending
them to school. If you should decide to become a
pirate (don’t try it with this game, the "A" disk is
protected) your marines will have to board enemy
vessels and fight the opposing crew for control of
the bridge. This boarding action is a mini-tactical
game all its own in which you send orders to your
Marines to direct movement and fire. The objective
is to kill all enemy marines or to control 30% of the
bridge consoles. The Marines will be wearing exo-
suits which absorb incoming fire and will be re-
turning fire with portable weapons. I must admit,

r
Cursar Marine

MARINE DATA:
= Name: Dociz
Health: 100%
Maxirmun Move: 3
Current Move: O
Leap Accu: 10%
Weap Range: 5

5
b

Oun _Movement

Ouwn Marines: @

Enemy Marines: 12

16 Control Panels
0% Captured

S More Required

N
N

The Combat Screen

this is one of the more interesting parts of this
game and something to look forward to when you
become a pirate. The exact opposite is true of the
new Starport section. I never was much of an ad-
venture game player and when I saw that the Star-
port had turned into a mini-adventure game I was
disappointed. I just don’t like typing directions or
talking to computer generated characters. Of
course, its a little difficult to do much spying if
you don’t have an adventure setting where you can
talk to other characters, read things, and generally
move about from place to place. For an admitted
non-adventure game player this was the hardest
section to playtest. I never knew if I was typing
something wrong or there was a program bug when
the desired result wasn’t obtained. The first time I
played the Starport section I nearly tore my hair
out trying to figure out how to get out of the al-
cove after talking to Admiral Bresheliah. A simple
press of the button solved the problem.

This section is made even more difficult by the
fact that game displays do not repeat the entire
portion of information messages. This make it nec-
essary for the player to remember what was dis-
played the first time he saw the message. For in-
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stance, when your lander brings you safely to the
landing area of the Starport, a message appears
which tells you there is a gravsled waiting for you.
You enter the sled and it carries you to the plat-
form of the Starport. From there you go exploring.
When you return to the platform the message does
not say that there is a gravsled waiting so you must
remember that a Gravsled is there and that you
must enter it to be taken back to your lander.

Working with the Starport section wasn’t my the
only problem in playtesting Universe II. Omnitrend
is on the East Coast and I'm in California so new
vetsions of the game got to me almost a week after
they got to the other playtesters. It is discouraging
to spend a few weeks working the game and mak-
ing detailed notes on bugs and changes only to have
a new version arrive before I could send off my
report. Most of the bugs I found were already fixed
before I even reported them. I did report one
problem which only I had and it was not fixed in
the final IBM version of the game. The problem
centered around the disk swapping routines Omni-
trend used when it was necessary to change a
floppy disk. When the program needed a disk
change it would issue a message like "Insert Disk
’C’ into drive B" and then wait for you to press 'C’
for continue, When I swapped disks and pressed

’C’, instead of going on, the program reissued the
message and waited for me. The program would not
see the disk and I could not get it to go on. The
problem did not occur all the time, that would
make it to easy to fix, and seemed to be related to
the fact that my IBM was using a monochrome
monitor with a Paradise Modular Graphics card.
The people at Omnitrend tell me that they have had
no reports of anyone having trouble swapping disks
so my problem must be pretty isolated.

The final payoff in any playtest is the day the
market version of the game arrives and the
playtester has a chance to see what his input has
done. I haven’t had enough time to get very far
into the game but I'm looking forward to many
happy hours of spying, trading, mining, and pirat-
ing all for the good and glory of the Local Group.
Tom Carbone of Omnitrend hinted that Universe
III may soon be on the drawing board and that an-
other science fiction game is currently being
worked on. I like to think about the people at Om-
nitrend and their success with Universe because it
reminds me that you do not have to be an SSI,
Broderbund, or Avalon Hill to make it in the com-
puter game industry. All you need is a good game
and the desire to bring some happiness into other
peoples lives.

NOW FOR COMMODORE-64

NAPOLEON AT WATERLOO Now with 4 scenarios. Relive this clas-
sic battle, as you lead the French against the combined strength of the
British and Prussian armies. The crisp graphics and simple to use com-
mand system make this real-time game a joy to play. A must for anyone
interested in Napoleonic warfare. If you already own NAPOLEON AT

WATERLOO, the new version is available for $12.50

“This game has a lot going for it"— Mark Bausman, Computer Gaming

World
ALSO FOR COMMODORE-64

ROME and the Barbarians A military simulation of the Western
Roman Empire’s struggle for survival. As supreme military commander,
you must exercise a combination of military prowess and clever financial

management.

“This game's excellence comes from its realistic understanding of histor-

ical issues!’— Michael Ciraolo, ANTIC magazine

NAPOLEON AT WATERLOO — $34.95
ATATLON SNEAK PREVIEW
Commodore-64
INVASION of SICILY
ROME and the Barbarians — $34.95 * Solitare or two-player
ATARI 32K * Three difficulty levels
Commodore-64 * Variable set-up
* Game save —
s

ENTEK SOFTWAR,

TO ORDER: To order by phone, VISA and MC owners can call (913)362-9267. To order by mail, send check or money order to KRENtek Software, P.O. Box 3372,

Kansas City, KS 66103. FREE SHIPPING in USA.
GUARAN

E: If you are not fully satisfied with any game bought directly from KRENtek, return it within 30 days for a full refund.
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240K Apple Compatible
® Computer System &

Complete System
APlus 3000 computer system includes 192K RAM, 48K ROM

(32K Microsoft Basic plus 16K ROM Emulator), 160K Laser
5%'" Disk Drive (Runs Apple Il Software), Magic Window
Wordprocessor, MagiCalc spreadsheet, Magic Memory
Database. All for only $399.00

® 15 Day Free Tr jial <———assesme——
v “ADIUS 30007 gy (= ] o0,
ICW"‘i?_?WﬂI' System “Jovsmck R

PRINTER il

*‘_M AGICMEMORY <} sessss=, o/ caRTRIOGE Ll - * COMPOSITE VIDEQ
MAGICMEMC : POR * CASSETTE
—— o CONTROLLER INTERFACE INTERFACE

Double Immediate Replacement Warranty
If any of the Aplus 3000 computer system
equipment fails due to faulty workmanship or
material within 180 days of purchase we will
REPLACE it immediately with no service charge!!

* Over 10,000 existing Apple: programs * Centronics printer interface included
* 240K (192K RAM, 48K ROM) * ArtSci's Magic Window Il, Magic Memory, and MagiCalc included
* 160K Laser 5% "’ Disk Drive (Runs Apple Il software) * RGB (80 columns in color) and composite included
SPECIFICATIONS
A plus 3000 is a complete, self-contained computer based on More Features than Appfe for less than Commodore* Commodore
the popular 6502A microprocessor and can tap into the | Features Aplus 3000  Apple lle C-128
tremendous software library of Apple Il. Features include | RAM 192K 64K 128K
192K Bytes RAM, 32KB Enhanced Microsoft BASIC, B0 column | Runs Apple Il Software Yes Yes No
text, 560H X 192V color graphic display, 81 key sculptured | Function Keys 24 None 16
keyboard and high efficiency switching power supply. Also | 4 Voice, 6 Octave Sound Yes No Yes
included as standard are Centronics bus printer interface, | Composite Video Yes Yes Yes
Cassette interface, 4 channel sound generator, and 5% | Disk Drive included Extra Cost Extra Cost
Apple Compatible Disk Drive Numeric Keypad included Extra Cost Included
o TEXT ; Video Cable included Extra Cost Extra Cost
RGB Color Card included Extra Cost Included
— 40 columns X 24 rows or 80 columns X 24 rows software 80 Column Card included Extra Cost Included
selectable. Centronics Printer Interface included Extra Cost Extra Cost
— 5 X 7 characters in 7 X 8 matrix. Drive Controller included Extra Cost Included
— Upper and lower case characters. $150 Wordprocessor (Magic Window) included Extra Cost Extra Cost
One of Eight colors for characters/graphics and background, | $150 Spreadsheet {Magi_Ccld included Extra Cost Extra Cost
Red, Green, Blue, Cyan, Magenta, Yellow, Black and White. $60 Database prg. (Magic Memory) included Extra Cost Extra Cost
.—;::rpu.:;:;sei with normal, inverse and flashing capabilities. Your Cost $399.00 $1745.00 $1117.90
— 280H X 192V 6 colors — Black, White, Violet, Green, Blue, Orange.
— 280H X 192V 8 colors bit image — Black, White, Red, Green, Blue, Cyan, 2 : A,CCESSOR'ES S;;‘?sgﬁ 551?‘;-:5
Magenic.Yeliow. D e e e oyuioh $ 39.95 § 24.95
— 560H X 192V 6 colors — Black, White, Violet, Green, Blue, Orange. (High Z-%E)oc:::'z?l?n::g;:’gh{?fszIc 7 § 9995 § 59.95
resolution color monitor required) RS232 adapter $ 99.95 §$ 59.95
Super Apple Compatible Disk Drive Sale $149.95. Egﬂ"\g:g“g‘;a‘géﬁ;::f’;‘fgokup) 2 gi'gg : :ggg
Quieter, Cooler, Better Disk Drives for your Apple II plus, ITe, IIc Centronics cable (for Centronics printer) $ 34.95 § 24.95
(specify when ordering). List $299.95. Sale $149.95. Technical reference manual $ 29.95 § 19.95
0 B0 columns Hi-Res Green Monitor $199.00 §$ 79.95
15 Day Free Trial — If it doesn’'t meet your expectations : :
within 15 days of receipt, just send it back to us UPS Sticolurmn Hi:Res RGSMonitor $399.00° $239.00

prepaid and we will refund your purchase price!!

T i cout o e COMPUTER DIRECT
Enclose Cashiers Check, Money Order or Personal Check. Allow 14

days for delivery. 210 7 days for phone orders. | day express mail! We Love Our Customers
We accept Visa and MosterCard. We ship C.O.D. to continental 9 d : i
U.S. addresses only. Add $10 more if C.0.D. 22292 N. Pepper Rd., Barrington, Ill. 60010

312/382-5050 d
APPLE ond COMMODORE ore registered trademarks of Apple Computer Inc. and Commaodore Business Machines, Inc., respectively 1 5 fo or er
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THE MOST CHALLENGING GAMES

BEST SELECTION - We have carefully selected
the best titles from the most challenging software available.
CALL TOLL-FREE - Call us to place an order or just to ask
a question. Every call is always welcome on our 800 line.
SAME DAY SHIPPING - We ship every order the same day it's
placed. Just call before 4:00 pm and we'll ship your order UPS.
DISCOUNT PRICES - Save up to 1/3 off the retail price when
you buy from Tevex. Why pay more for the same software?
FRIENDLY, KNOWLEDGEABLE STAFF - We are always
available to answer your questions and keep you up to date on
new & upcoming games.

CALL TOLL-FREE 1-800-554-1162

IN FOCOM LIST OUR ELECTRONIC LIST OUR
PRICE PRICE App, Atr, C64, IBM ARTS PRICE PRICE App, Atr, Co4, IBM
A Mind Forever Vnyagir’l\? $45 $30 . . Adventure Construction Set 50 $33 . $27
. Ballyhoo EW 40 $27 . . . . Archon 35 $23 + 516 [$16 | -
Cutthroats 40 $27 + 323 [se3 | - Archon Il 40 $27 + |523 |323
Enchanter 40 $27 « |$23 [s23 | - Auto Duel - ORIGIN NEW 60 $40 .
Fooblitzky NEW 40 $27 . . - ' Bard's Tale EW 45 $30 . $27
Hitchhiker's Guide/Galaxy 40 8§27 * 323 [$23 | - Heart of Africa NEW 33 $22 .
Infidel 45 $30 v 527 [%27 | * Imagic Football NEW 35 $23 $20| -
Planetfall $40 827 + |$23 [%23 | -+ Mail Order Monsters 33 $22 .
Seastalker $40 $27 + |523 [%23 | -+ Moebius - ORIGIN NEW 60 $40 .
Sorcerer 45 $30 < |327 |%e7 | -+ M.U.L.E. 24 $16 . .
Spellbreaker 50 833 = |$30 |$30 | - One on One $40 827 ~ 5= 52 | -
Suspect $45 $30 + [527 327 | - Racing Destruction Set 33 $22 .
Suspended $50 $33 + |$30 [$30 | - Seven Cities of Gold 40 $27 + |52 [322 | -
Wishbringer 40 $27 < [$23 [$23 | - Skyfox 40 §27 . $20
Witness 40 $27 = |23 [323 | -+ Ultima Ill - ORIGIN 0 $40 s |s3 s | -
Zork | 40 $27 + I%23 |$23 | - Ultima IV - ORIGIN NEW 60 $40 . . .
Zork 11, 111 45 $30 o s27 [s27 | - Wilderness 50 $33 .
4 in one Sampler 8 $6 O [ s G
Invisiclues $8 $6 . . . . E pYX LIST OUR
PRICE PRICE App, Atr, C64, IBM
BRODERBUND - LIST OUR
SYNAPSE PRICE PRICE App, Atr, C64, IBM Ballblazer 40 §$27 . L
T T, . Karonia RIf i S B
i 5 oronis Ri . CEl
é::lr:nf t;ldgfﬂwum'ner gg g%g - r-1r.1T-. Rescue on Fractalus 40 8§27 [~ -1~
Lode Eunnar A5 §23 v [Ess{aenlies -&?.""IPI“GAPSM' Trilogy 38 g%g hab e JLah )
i 5 7 inter Games 7 =
hc::?( 2;’?,.:‘:"5:,?'3“"6 38 ggg 3 . World's Greatest Football 40 $27 . .
Mindwheel 45 $30 » |so7lse7 |
Print Sho 50 $33 * | $30 1$30 |$40 LIST OUR
Print Shog Companion 40 $27 . TE LARI U M PRICE PRICE App, Atr, C64, IBM
Pr. Shop Gr. Library #1,2,3 25 $17 . . .
Where is Carmen Sandiego? $40 $27 . Amazon 40 $27 4 $22 | «
Benr e 1
LIST OUR A5 it : < )
POLARWARE PRICE PRICE App, Atr, C64, IBM ';2:0 Pﬁ'::::mmber fig gg; v g :
Shadowkeep 0 $27 . 32 | ¢
g lgpbe : LIST OUR
gil:fgﬂquest gg g%g . ACCO LA D E PRICE PRICE App, Atr, C64, IBM
Sword of Kadash 35 $23 | - .
Transylvania 35 $23 -1~ 1T +71- Dam Busters $35 $23 . $20 | go7
- Xyphus 35 $23 | - . Double Accolade NEW 45 $30 .
Fight Night 35 $23 . $20
Y ke s 2 e
d | » g M ¥ : ‘ w of the West . $20
| ( a " 1710 Wilwat Drive ~ Mean 18 NEW  $50 $33 :
1 4 £ Suite E Pel 8 Pading C New $33 23 |
= si 5 Trading Co. $20
Norcross, GA. 30093
INCORPORATED 404-441-3045

MICROPROSE
|

AVALON

SAME DAY SHIPPING *
WRITE FOR FREE CATALOG
Open 9-6 Mon. - Fri. 10-4 Sat.

Apple IL, I1+, Tie, [ic, Atari 800, XL, XE series, Commodom 64, 128, TBM PC, XT, jr
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orders add $3.00 or 5% of order. Shippin

ers welcome, When ordering 33!1“ use VISA or MASTERCARD. When dmn',g b
personal check or money order. ]nclude ne number. SHIPPING: Add $2.50 for shi
orders is $4.00 or 5% of order. APO &

ing and handling e Gmr ia residents add 4% sales tax.
llolhe:fmegnu rnnSl 00 or 15% of order. * Onall

LIST OUR LIST OUR
SSI PRICE PRICE App, Atr, C64, IBM MICROPROSE PRICE PRICE App, Atr, C64, IBM
Baltic 1985 $35 %27 . . Acro Jet 35 $24 .
Battalion Commander 40 $27 | - | .| . Conflict in Vietnam  NEW 40 8§27 - 1 -
Battle of Antietam NEW 50 $33 . . . Crusade in Europe 40 $27 . S S
Battle for Normandy 40 $27 i P Decision in the Desert 40 $27 e | o] -
Battlegroup NEW $60 $40 . . F-15 35 $23 . sl ] -
Breakt roughmrdennes $60 $40 | - | -1 . Kennedy Approach 35 $23 Ol D
Broadsides $40 $27 . . . Mig Alley Ace 35 $23 o ] -
Colonial Conquest $40 $27 | - | .| o Nato Commander 35 $23 [ . | -] -
Computer Ambush $60 $40 . 7] BT Silent Service NEW 35 $23 . e | - | -
Computer Baseball 40 $27 . o L [ Solo Flight 35 $23 . 5l el [T
8omputeBr ('}uarlerback 38 gg? . =l .
osmic Balance 7 . R s
Field of Fire d0 sar [ 11 THE A ILL LIST OUR
ission Crus 40 vl I [T ] [ Y :
Flohtes Command U : GAME COMPAN PRICE PRICE App. Atr, C64, IBM
Gemstone Warrior 35 $23 - . - By Fire & Sword
Geopolitique 1990 40 $27 | . . “"“ Py wor =
Imperium Galactum 40 $27 | - | -1 . Clear for Action :
Kampfgruppe 60 $40 x 3 B Computer Dlplr:u'rllacyr .
Kampf. Scen. Disk 20 $15 . . . Dreadnoughts E <
Knights in the Desert 40 $27 | | -1 .1 « Gulf S‘gkl’ e
Mechbrigade 60 $40 | . A 3
Nam NEW 40 $27 = - = upiter Mission 1999 . |27
Norway 1985 35 $23 = = "Legionnaire . e | »
Operation Market Garden 50 $33 [« | .| .1 » Maxwell Manor I RO 5
Panzer Grenadier 40 $27 || .1 . Ram C
Phantasie 40 $27 = 5 Statis Pro Baseball . .
‘Phantasie Il NEW  $40 $27 |- . S Bow SUIRCay 0
'Questron 50 8§33 . » |07 - : >
Rails West 40 $27 [ -1 Foengac L S [
RDF 1985 35 $23 . . Usnl:lirlmfe : £
il - e 0 ek Under Fire Exp. Disk NEW :
SUBAAE T new e S
S.A.A.F. 4 . . . LIST OUR
Tigers in the Snow 40 $27 . A . .
War in Russia 80 $53 % = SSG PRICE PRICE App, Atr, C64, IBM
Wizard's Crown NEW 0 $27 . .
We Carry EVERY Other SSI Game! Carriers at War 50 $33 . .
: Europe Ablaze NEW 50 $33 . .
PRICE PRI [
RICE App, Atr, C64, IBM ET C LIST OUR
Battle of the Atlantic 60 $40 |- ; g ERKEZMICE &
Fifth Eskadra 60 $40 .
Golan Front NEW 60 $40 - . Alternate Reality
Grey Seas, Grey Skies 60 $40 | - . Beachhead 35 $23 S ERE B
Seventh Fleet NEW 60 $40 [ - Black Cauldron NEW 40 $27 .
Chickamauga 35 §25 .
LIST OUR g‘“h c;ttWI If( t 48 ggg 8
ompetition Karate 3 . .
MINDSCAPE PRICE PRICE App, Atr, C64, IBM Elite” 35 $23 | s 5
Flight Sim 1l Scenery Disks 320 818 [~ 1
Forbidden Castle 40 s$27 | - S g il Y 4 =
Halley Project : 45 $30 [+ 1527 527 Great War, 1914 NEW  $40 $30 .
Jame Bond: A View to Kill $40 827 . . Jet Simulator 40 $27 = (]
Iﬁusi:her Profile ig ggg : $20] King's Quest |, Il 50 $33 [ . 3
acter 5 : ti = =
Stephen King's 'The Mist' $40 $27 [ : f;’:;é’f g*;',,fc',‘“"“ e vEW 4o g%; :
2 hordllrll‘gs of Yr.B}re L 38 ggg .
ACTIVISION - LIST OUR icro League Baseba = T e B
. 2 MLB 1985 Team Disk $20 $15 . ] [T B
GAMESTAR FRICE PRICE _App, Atr, C64, IBM Napoleon/Waterloo-Krentek 35 $25 N D
NFL Challenge 100 $80 .
Alter Ego NEW 40 $27 |- . Quizam NEW 30 $20 .
“Borrowed Time NEW 40 $27 | - |s20 |s20 |33 Raid Over Moscow NEW 35 $23 . |« |s
Ghostbusters 40 $27 - |s20 [s23 Road to Moscow - Barac 30 §22 .
Hacker 40 $27 - | $17 [s20 Rome/Barbarians- Krentek 35 §25 O
Little Computer People 40 827 [ $23 Sargon Il 50 $33 |11
Mindshadow 40 $27 « |$17 320 | - Spy vs. Spy 30 $20 . O
Space Shuttle 40 $27 [~ (37 3@ Spy vs. Spy - Island Caper 30 $20 Ol I
Star League Baseball 30 $20 [~ (%[ - Star Fleet | 50 $33 |~ [~ +1-
Univeres Expanelnpy A o .
. niverse Expansion e 0 g .
Blank Disks - Box of 10 DSDD only $12 Universe I New $70 sa6 [ .
Georgia residents call 404-441-3045. ORDERING AND TERMS: COD. mail send




TELEGAMING COLUMN #12 I

Island of Kesmai

Patricia Fitzgibbons

The hottest topic in online gaming today is
multi-player (MP) games. The telecommunications
services that have MP games plan to offer more;
networks that don’t have MP games are scrambling
to develop them. From the time the first MP game
was introduced online, it was inevitable that sub-
scribers would begin to abandon even the best sin-
gle-player games in favor of the social, interactive
atmosphere available in multi-player programs.

Several consumer information networks currenily
offer MP games: Plato has its Empire; GEnie has
Stellar Warrior. But the leader of the pack in the
MP games area is clearly CompuServe. With a
dozen MP games online (including MegaWars, Sea-
WAR, YGI!, and Casino), and several more in the
planning or testing stages (Air Traffic Controller,
Terrestrial, and British Legends), CompuServe is
clearly committed to this exciting form of tel-
egaming, And its newest, state-of-the-art MP game
is Island of Kesmai.

Developed by the same team -- John Taylor, a
computer programmer, and Kelton Flinn, a mathe-
matician -- that created the very popular
MegaWars 111 space conquest game, Island of
Kesmai (I0K) is a fantasy role-playing adventure
for up to fifty simultaneous players. Introduced on
CompuServe in December, 1985, IOK was an im-
mediate hit. In fact, many devoted "MegaWarriors"
neglected their starships and planets to join the new
dungeon quest. It’s easy to see why. IOK is one of
those rare games that is simple to learn but almost
impossible to master.

The command summary for IOK is 4 pages long,
and the full manual is about 160 pages. A lot of
meat there. Nevertheless, the novice player can
easily begin with nothing but his new character and
a willingness to type HELP. As in a typical D&D-
type game, the IOK player starts out by choosing
an alter ego. In this case, the program runs a char-
acter generator with choices of sex (male or fe-
male), country of origin (Illyria, Mu, Lemuria,
Leng, Draznia, Hovath, Mnar, or Barbarian), and
profession (fighter, martial artist, thief, wizard, or
thaumaturge). The stats for a good beginning
character might look like this:

Gender: Male Country: Mu
Strength: 16 Adds 1
Dexterity: 12 Adds 0
Intelligence : 9

Wisdom: 11

Constitution: 17 Max. Hits; 26
Charisma: 8 Max. Stamina: 3

The game’s authors recommend that new players
select the fighter class -- it’s easier for a fighter to
stay alive during initial explorations. Once the
character is given a name, he's ready to adventure.

IOK uses a type of pseudo-graphics that is best
viewed by a terminal with cursor addressing. The
game can certainly be played in "glass TTY" mode,
but the program runs faster and looks better when
cursor control is used (VT100, VT52, and so on). A
typical dungeon room is displayed like this:

H[][][]--[]
(] A S ]
ee > B (]
EIEVEYEILRETAE]

[ RO 1Y

In this scene, the ">" represents your player
character, the "A" a monster, the "B" a character
run by another player, the "@@" a spider web, and
the "$" an item on the floor -- perhaps valuable
treasure. The brackets are walls, and broken lines
or slashes are doorways.

A player may choose to investigate the dungeon
alone (in which case he’ll surely run across other
players), or as a member of a team. Some of the
teams make regularly scheduled forays into the
Kesmai dungeon (seeking the dread dragon) or re-
main above ground exploring the town, forests,
seas, and outlying islands. Novices may join teams
for mutual protection against unfriendly creatures
and even other players (in IOK, lawful players are
fair game for characters of neutral or evil align-
ment). A beginning player would do well to tag
along with members of the "Knights of Sosaria" or
"The Adventurers’ Guild" teams. Team players
identify themselves by appending the initials of
their team name to their own handle (e.g.,
"Beowulf...KOS").
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Because this is a role-playing game, characters’
skills and stats increase over time. Experience
points mount up as battles are won, and abilities
with weapons grow with training. In addition, the
program keeps track of a character’s "karma,"
which may decrease under certain circumstances
(for example, when a lawful character kills an in-
nocent shopkeeper in the town). Although most
players begin the game as fighters or wizards, many
switch to the thaumaturge class. The top characters
on the game’s high scores list are usually thau-
maturges, those mysterious fighting spellcasters who
use a combination of brute force and magic to
overcome their foes.

Game commands may be simple or complicated.
A player can generally stick with single words such
as NORTH, DOWN, and LOOK, or he can go for
speed and precision by using compound command
strings such as, OPEN BOTTLE AND DRINK. Or,
TAKE GOLD FROM COUNTER AND PUT IT
INTO SACK. Veteran players have developed their
own pre-set macros (especially for casting spells)
that they can rapidly punch in during combat,

What is the "goal" of IOK? How does one "win"?
Well, there is that fierce dragon lying in wait. But
most players approach IOK as a endless quest con-
sisting of character development, exploration of a
fantasy "world," and competition with online
friends. I asked one particularly avid player why
she sometimes spends 40 hours a week in IOK. Her
response: "It has a lot of realism, and it is consistent
with its own rules. It’s easy to play either alone or
in groups. And besides, it’s just a /ot of fun!"

Part of that fun shows through when the players
leave the game to engage in ongoing discussions via
the IOK message board of CompuServe’s Multi-
Player Games Forum. With tongue firmly in cheek,
one player recently told another how to deal with
an orc. After making sure that he is carrying a
bottle of deadly naptha, the player must then: "Take
bottle from sack. Open bottle. Throw bottle at orc.
Cook for three rounds or until fork-tender. Serve
with a nice green salad and crusty rolls."

If a new player cannot find a friendly advisor in
the game, he may ask for tips on the forum’s mes-
sage board. Pleas for assistance are answered almost
instantly. Here is an example of a novice’s help re-
quest, and one of the four replies he received
within an hour of posting his message:

#: 53081 s6/1sland of Kesmai

08-Mar-86 19:53:46

Sb #MASTER PHONG

Fm: Domino 76204,13

To: ALL

Being new and all, I am having a hard time finding Master
Phong. Would anyone mind giving me a few clues? I'm
powerful enough to begin training, but I cannot find him.
Any advice or clues would be appreciated.

THE GAME OF THE FUTURE 1S 4,000 YEARS OLD

Restronis 80 Boapd

Born in China and perfected in Japan, GO was prized by Shogun and Samurai for
sharpening strategic and tactical skills. Indeed, the global vision and long-range
planning of contemporary Japanese business reflect the strategic concepts of GO,
Played interpationally now, this fascinating game has also been a model for Al
rescarch, military and economic conflict, and revolution.

The ELECTRONIC GO BOARD™ turns your PC into a versatile recording GO set, a
new and powerful medium for learning, playing, and communicating GO.
Requires an IBM PC or compatible with 128K, one single- or double-sided disk
drive, a graphics adapter, graphics monitor, BOS 1.0 or higher.

$29.95 +33.00 shipping and handling (+CA tax if applicable ).

Features Include:

* A tutorial that teaches GO

= A library of famous games on disk

* PC's high resolution graphics simulate a GO set

Board size option from 1x1 to 19x19

Game can be saved anytime for later continuation or review
Moyés can be inserted anywhere in a game

Game record can be printed out in standard notation
Recorded game can be played forward or backward

Playback either manual or automatic with adjustable rate
Recorded game can be continued from any move as a new game
Comments can be inserted after any move, during play or later
Move number is always displayed

Number of captured stones is displayed (in forward play)
Automated capture of stones

* Score calculated.at end of game

Not ¢opy pretected

* 4 8 s 8 s % s v .

O\ Infinity Systems International
o PO Box 9964, Berkeley, CA 94709. 415/548-8170

Circle Reader Service #60

#: 53083 s6/1sland of Kesmai

08-Mar-86 20:13:39

Sb: #53081-#MASTER PHONG

Fm: Allnone 74015,1565

To: Domino 76204,13

You need to visit the other islands. If you start at the
entrance to the pawn shop, and go directly east, past the
ruins and the bay, you'll come to a footpath and a bridge.
Follow the path across the bridge, and stay on it. It will
lead you in the right direction.

With this kind of player support and interaction,
IOK can’t help but succeed.

Even telegamers who have become jaded with
D&D-type programs perk up when they’re adven-
turing with a party of real people. The best MP
games allow players to interact and cooperate as
well as compete with one another. IOK is a prime
example of this facility. Despite the conventional
D&D structure of the game, its crude "graphics,"
and the undeniable expense of playing online, Is-
land of Kesmai is the prototype of MP games to
come.

Until next time, you may write to me online:
CompuServe 76703,657; The Source BCE124; Del-
phi PFITZGIBBONS; GEnie PFITZGIBBONS; or
via U.S. Mail to: Patricia Fitzgibbons, 195 Clare-
mont Avenue #115, Long Beach, CA 90803.

Copyright (¢) 1986, Patricia Fitzgibbons. All
rights reserved.

/
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SPORTS SCOREBOARD

M SPORTS SCOREBOARD

Rick Teverbaugh

Now I like golf just as much as the next guy. When it comes to
computer golf, I suppose I'm a bit more than a casual fan. Looking
at my shelf of sports games reveals six different links adaptations:
Championship Golf (Hayden, one course); Pro Golf Challenge
(formerly Hi-Res Computer Golf, Avante-Garde, four courses);
Maxi-Golf (Adventure International, 9 holes); Professional Tour
Golf (8SI, 4 courses); Tournament Golf (Avalon Hill, two courses),
Finally there’s the golf game for the Nintendo Game System, a
graphically stunning game that has only one drawback, you can’t
hit your way out of the trees.

That means, counting the one course I created on Maxi Golf, I
have 14 courses or 234 holes from which to sharpen my golf tal-
ents. I've said all that to say all this, why would I then rejoice at,
not one, not two, but three golf games appearing at my doorstep
during the past two months? Well, the reason is that each has its
own strengths and its own reasons for existence. To that end I will
cover each of the three in some detail.

The three are Golf's Best from One Step Software, Leader
Board from Access, and Hole-In-One Golf from Artworx. Golf's
Best is available for the Apple, while the other two are for Com-
modore owners.

Golf's Best comes with the Pinehurst course, which is a great
challenge for even the most experienced golfer.

Golf's Best is easily the most complex golf game I have seen.
(Note: As of this writing I have not seen Gamestar’s new Champi-
onship Golf for the IBM which, I am told by the in-house staff at
CGW, is both complex and graphically stunning). There are no
arcade or action/reaction type features in Golf’s Best. It is all
judgment. You need to allow for the height of your shot and the
slope of the terrain, as well as the distance in selecting your club.
Once a club is selected you then need to pick a full, half or quarter
swing. All of these choices are available through easy-to-remember
on-screen prompts.

The selection of direction is made by using clock time for di-
rection. When you pick a time, say 9:58, a line will go out from the
ball to show where that setting would aim your ball. And aim is
the proper word for shots don't always go straight toward the in-
tended destination. Often there will be little variations and on
occasion there will be more noticeable hooks and slices.

For the most part, the screen display is broken into two parts.
The upper two-thirds shows the hole you're playing. As you get
closer to the pin, you get a more detailed view of just the area
between you and the hole. The lower one-third gives you all the
available options (including trying for a hook or slice to steer
around trouble) as well as a symbolic look at what selections
you've already made. Once the shot is put into motion, that lower
third becomes a side view of your golfer, his swing and the trajec-
tory of the ball.

Although the game is strong, there are three weaknesses worth
mentioning. The first is the absence of a wind factor, the second
some rather primitive graphics when the entire hole is displayed
and, third, putting is frustrating. All three problems will be ad-
dressed when the game comes out again with a second course, this
time St. Andrews Links in Scotland.

I will do an update on that version and on the new course
when it comes out. Until then, Golf's Best comes highly recom-

mended from this duffer.

Where Golf’s Best played well overall until you reached the
green, Leader Board's fun is just beginning when you reach that
coveted area. Leader Board has the most realistic putting feel of
any golf game I've ever tried. When the ball finally makes it into
the cup, the sound of that success is also amazingly realistic.

The length of a white line will tell you how much the wind is
blowing or (if you're on the green) how steep the slope. A second
blue line will tell you the direction.

Club choice has to be done by estimate as there are now
range-finders as there are with Golf’s Best. Once the club is se-
lected, it is mostly up to your instincts and reactions to get the
shot headed in the right direction at the right speed.

While all of Golf’s Best commands are entered through the
keyboard, all commands are entered via joystick in Leader Board.
The action button initiates the shot. If you desire a less than full-
strength shot, let up on the button at some point during the
backswing. Then, as the golfer swings into the ball, hit the button
again as close to the time the club reaches the ball as possible for a
straight flight.

The graphics are gorgeous, but there are some problems. The
only hazards on any of the included four 18-hole courses are your
own bad reactions and water. There are no trees and no sand. Not
many computer golf games have figured out a way to do justice
with trees anyway, so that part isn't a big setback. But I miss the
sand. Maybe it goes by the sandbox days of my childhood, I don't
know. I'll have to ask my analyst, when he gets down at the
country club.

Finally, we have Hole-In-One. First, let me say that the game
sells for $9.99. Keeping that in mind, there are certain things you
expect. One is that the documentation will be lacking in several
respects. And it is. The second is that there won’t be a lot of in-
cluded courses. And there aren't. But there is a utility to create
your own courses and save them to blank disks.

What you wouldn’t expect out of a $9.95 program is a game
system that enables you to do something that no other golf game
attempts and that is to undercut the ball and actually get a
backup when it lands.

Like Leader Board, Hole-In-One accepts commands from the
Jjoystick. The first step iz to maneuver the club to one of 44 posi-
tions around the ball to select the direction. Then you pick the
club. The third choice concerns whether to hit the ball soft,
medium, hard or very hard. The harder the hit, the more difficult
it will be to control.

Once the strength is selected, a line will begin to move up and
down alongside a large golf ball at the top of the screen. It is there
that you'll control when the ball will have normal roll, extended
roll or a bite that could cause the ball to back up. Then the
crudely drawn golfer in the upper left hand corner will begin his
swing. You need to push the button when the club is near his feet
for a straight swing. Pushing too early will cause a slice and too
late will result in a hook.

Putting is easier. There all you need do is pick the strength of
the swing, line it up and then, if you want a straight shot, push
the button a final time when the wavy line is straight. There are
no slopes on any greens. But all the other hazards are there.

Hole-In-One is being readied for the Atari ST. Also Artworx
has available a four-course data disk for those who wants an ad-
ditional challenge. The Commodore version will also be available is
a package that includes a game disk and a six-course data disk for
$19.95. Still a bargain and a good place to start for those just
trying to get their feet wet in computer golf.

By the way, Artworx has an equestrian game in the works, as
well as one for volleyball and wrestling. Excuse me though, I be-
lieve it's time for my foursome to tee off.
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. depth, vocabulary, and understanding previously found onfy in
aH text adventures . . .

. bring your ;ourney to hfe with stunning graphics, Polarware/Penguin
= Software’s longtime specialty,
created with The Graphics
Magician®. . .

Vilirve”

L

-
from Polarware/Penguin Software, Inc.

Apple is a trademark of Apple Computer, Inc. and Macintosh is a trademork licensed to Apple Computer, Inc.; Commaodore and Amiga are
trademarks of Commodare Business Machines, Inc; Atari is a trademark of Atari Inc.: IBM is a frademark of International Business Machines, Corp.;
The Graphics Magician is a registered trademark and COMPREHEND. Transylvania, The Crimson Crown, Qo-Topos, The Coveted Mirror and
Palarware are trademarks of Polarware/Penguin Software, Inc.;: Penguin tickels are non-fransferable.




OVER THERE!

@.\

OVER Leslie B. Bunder

THERE! §°

Game Software From England

News, Views and Gossip

‘Paperboy’ the smash hit arcade game is now set for release on
the home computer from Elite Systems. ‘Paperboy’, you may
remember involves you travelling on your bike delivering
newspapers whilst avoiding various obstructions which hamper you
as you move. The game is available on disc at $15.95 and is a very
good conversion of the arcade machine.

Another arcade conversion from Elite Systems is ‘Ghosts 'n
Goblins’ the smash hit brought out by Capcom who brought out
‘Commando’. The game is available on disc for the Commodore 64
at $15.95, it is also being released for the Commodore C16 and
Plus 4 on cassette only for $8.95.

‘R.M.S. Titanic' is a new game from Electric Dreams Software.
The object of the game is to explore the wreck of the Titanic,
search for the treasure that lies within in and also devise a plan to
raise the entire ship. It runs on the Commodore 64 but I haven’t
got a price for it.

Holy Mackerel!! ‘Batman’ has now been released as a computer
game by Ocean. The game features some very stunning 3-D
graphics as you play the role of Batman who must rescue Robin,
unless Robin is saved he faces death. Alas, the game has not been
converted to Commodore 64, but it runs on the Sinclair/Timex
Spectrum and Amstrad CPC, 464, 664, and 6128. The game is on
tape and costs $9.95.

Five arcade games from Konami have now been converted to
run on the Commodore 64. The games are ‘Hyper Sports’, ‘Ping
Pong’, '‘Mikie', ‘Cosmic Bakery’ and ‘Yie Ar King Fu’. All the
games retain the feel of the original arcade game and are of a very
high quality especially 'Yie Ar King Fu’' and ‘Hyper Sports’ which
stand out from the others. The price if $9.95 and is on tape only.
Imagine is the the Software House who has released them.

If you own a Commodore C16 or Plus 4 and are looking for a
sports simulation similar to ‘Winter Olympics’, the ‘Winter
Events’ from Anco is the game you want as it features some
breathtaking graphics. The price is $7.95 and is on tape only.

News reaches me from Activision (UK) that they will not be
releasing anymore games for the Atari 8 bit machines, instead they
are concentrating on the 16 bit ST Range.

The cult tv character Dr. Who turns up in his first computer
game from Micropower. You play the role of Doctor Who, who has
been sent by the Time Lords to the planet of Jijan where the
Master, an old enemy of the Doctor is building a ‘time instant
reply unit’. You must stop The Master from doing this. The game
is quite vast, over 120 screens and features some quite colourful
graphics. The price of the game which runs on the Commodore 64
is $14.95 which is for the disc version.

P.5.8. a English Software House who specialize in strategic
games have just released several new games for the Commodore
64. ‘Theater Europe’ allows you to act out the next war in Europe.
You can either control NATO or the Warsaw Pact while the
computer plays against you. ‘Battle Of Britain’ is a 3 level game
where you are in control of fighter command during the summer of
1940. ‘Battle Of Midway' has you in command of the US Pacific
fleets 6 months after the attack by the Japanese on Pearl Harbour.
These games cost $10.95 and are on tape only.

Nearly 4 years ago, ‘The Hobbit® based on J.R.R. Tolkien’s
book was released as an adventure by Melbourne House, now ‘Lord
Of The Rings’ the follow up has been released. The game follows
very closely on the book and is priced at $19.95 for the
Commodore 64 disc version.

To be released very shortly for the Commodore 64 is ‘Popeye’
based on the actual cartoon hero. The game comes from
Macmillan. No price as yet.

A Software House called Americana are bringing out a budget
range of American Software to retail at just $2.99 on tape. The
games are ‘Slamball’, ‘New York City’, ‘Breakdance’, ‘Shamus’,
‘Scooter’, and 'Ollies Follies’.

Last year as the film ‘A View To A Kill’ came out, so did the
computer game based on the film by Software House Domark. This
year, Domark are set to release another computer game based on
another Bond film, this time the film is ‘Live And Let Die’. The
game will bon on disc for the Commodore 64 and priced at
$13.99.Remember many years ago when there was a game in the
arcades called ‘Moon Cresta’, well a Software House called
Incentive have finally got round to producing a official
Commodore 64 version of the game. The computer version retains
all the atmosphere and speed that made '‘Moon Cresta’ into one of
the best ever zapping games. The game is out on disc for $10.95.

Watch out for '‘Gunfight’ from Ultimate running on the
Commodore 64. Your aim is to maintain law and order in Black
Rock and rid the town of some of the meanest and toughest
gunslingers in the Wild West. The game features some very
colourful and highly detailed graphics. Price is $15.95 for the disc
version.

‘Saboteur' from Durell is one of the best martial arts games
around. You play the role of a mercenary trained in the martial
arts who is employed to infiltrate a central security building which
is disguised as a warehouse. The object is to steal a disk that
contains the names of some rebel leaders working against your
employer. The game is out on the Commodore 64, but only on tape
at $9.95.

‘Southern Belle' by Mewson and running on the Commodore
64 is a simulation of a train journey from London to Brighton. The
simulation is very realistic as you journey across the country and
pass through different towns. Very enjoyable and worth getting if
you're a steam engine fan. No price as yet.

The arcade hit ‘Green Beret' has just been released by Imagine
for the Commodore 64. The game is on tape only and is $9.95.

Game of The Month

BIGGLES, is a multipart arcade/strategy game linked to
specific sequences of events in the film of the same name. Each of
the individual game parts must be completed to achieve the final
objective - but it's not a simple as it sounds! Whenever you reach
a certain critical stage, you’re likely to find yourself hurtled
through time into a totally different scenario, needing totally
different playing skills, to continue your quest.

The first part of the game has three distinct elements.

1. Pilot your biplane, avoiding ground and air attack to locate
and photograph the enemy’s secret weapon. Watch out for von
Stahlein on your tail!

2. Dodge the enemy to find your way through treacherous
trenches and a secret network of caves, defending yourself with
pistol and grenades, to the weapon test site.

3. Escape the police helicopter, SAS hit squads, and armed
police in a death-defying rooftop chase to collect the
photographs of the secret weapon.

The second part of the game is a complete strategic adventure.

This involves you piloting your modern-day police helicopter
across the Western Front to destroy the secret weapon and
eventually rescue your friends who are trapped behind enemy
lines.

‘Biggles’ offers alot of variety and features some impressive
graphics and sound.

The game is available for the Commodore 64 on disc for
$14.95. Versions for the Amiga and Atari ST will be released in the
coming months.

The is game of the month, if not game of the year. Check it
out. '‘Biggles’ has been bought out by Mirrorsoft.

The Competition

Those very nice people at Mirrorsoft have very kindly given
me 2 copies of ‘Biggles’ to give away in a easy to enter
competition.

‘Biggles’ as you may have just read is my ‘Game Of The
Month’ so it is well worth your while to enter, where else can you
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get one of the latest English games for nothing?

All you have to do, to win a copy of ‘Biggles’ from Mirrorsoft
is answer the following question.

Who is the author of the Biggles books?

Write your answer on a postcard and send it to the following:

Biggles Competition, 50 Riverside Close, Cuckoo Ave.,
Manwell, London W7 1BY, United Kingdom.

The first 2 correct answers received will win the game for the
Commodore 64, so get your postcards sent off quickly.

Don't forget to include your name and full address so if you
win, you'll get the prize. Good Luck!

Software House Index

Elite Systems, Anchor House, Anchor Road, Aldridge, Walsall,
United Kingdom. Imagine, 6 Central Street, Manchester, M2 5NS,
United Kingdom. Anco, 85 Tile Kiln Lane, Bexley, Kent, United
Kingdom. Mirrorsoft, Purnell Book Centre, Paulton, Bristol, BS18
5LQ, United Kingdom. Electric Dreams, 31 Carlton Crescent,
Southampton, United Kingdom. Ocean, 6 Central Street,
Manchester M2 5NS, United Kingdom. Durell, Castle Lodge,
Castle Green, Taunton, Somerset, TA1 4AB, United Kingdom.
Ultimate, The Green, Ashby-de-la-Zouch, Leiscestershire, LE6
5JU, United Kingdom. P.S.S., 452 Stoney Stanton Road,
Coventry, CV6 5DG, United Kingdom. Micropower, Northwood
House, Worth Street, Leeds, LS7 2AA, United Kingdom. Hewson,
Hewson House, 56b Milton Trading Estate, Milton, Abingdon,
Oxon, United Kingdom. Macmillion, 4 Little Essex Street, London,
WQC2R 3LF, United Kingdom. Incentive, 54 London Street,
Reading RG1 45Q, United Kingdom

STAR FLEET |.

S s T

}@Q’_c; *Tke War Begins!
= E_ rpeeprrrer AY

The smash hit for the IBM PC is now available for the
Commodore 64/128 and Atari, and Apple 11! ,
.+« STAR FLEET |, The War Begins! is the first in the FLEET series
of strategic space battle simulations. What do the experts think . . .
““| coll STAR FLEET | the world's most elaborate star battles game . . . It's not just o game,
it's darned near a career . . " — Admiral Jerry Pournelle, Byte
** STAR FLEET | is o truly captivating game, providing fast - paced action and blossoming
with extraordinary color and sound etfects . . . The entire manual should be adopted as
an industry stondord . . /* — Creative Computing
“* Indisputably the most complex and challenging (star battles] strategy gome ever
made . . . STAR FLEET is o \:f:slum job all the way, * — Computer Entertainment
** STAR FLEET | is o remarkably slick, professional offering . . . This is o ome that can
really hold your attention. " — Software Now |
“, . . state - of - the - art for spoce gomes. ** — Computer Gaming World (Sept. '85)
 Includes 100 page manual, quick reference card
* Registered owners receive free 65 page Training Manual
» Requires 128k PC/PCjr or compatible, 256k TI PC (DOS 2+ );
Commodore 64/128, ATARI (48k), Agfnle I+, lle, llc (64k),

Macintosh and Atari ST versions available soon.

New, from CYGNUS for the IBM PC and Zenith Z100...
SOLARSIM, an excellent 3 - D color graphics simulation of our solar system, asteroids,
and nearby stars. Find/track Halley’s comet | . . . Learn the constellations! . . . more!
New, also from CYGNUS for the Commodore 64/128...
QUIZAM | State - of - the art in computer trivia games; 8 boards, 1-8 players, over
2000 questions. Includes QUIZZER which allows you to create your own question
diskettes ! Written in machine language.

Stinger | Action - packed space game with 10 levels of difficulty, dazzling grophics and
!oung effects. Written in machine language.

STAR FLEET | - $49.95
QUIZAM! - $39.95
Solarsim - $29.95

Add §2 postage/handling
the bright new star in software Texos residents add sales tox.
P.O. Box 57825 For Credit Card orders:
Webster, TX 77598 {800 622-4070 (nationwide)
{713] 486-4163 800) 942-7317 (lliinois only)

Circle Reader Service #24
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“Ilove my new

“I have slaved in many dungeons, but the one my new master, Vylgar,
built for Wizzardz & War Lordz is absolutely the big leagues for hateful
mutant warriors like me. Behold! 15 levels, over 500 rooms, hundreds of
my fiendish friends. And enough surprises to keep you trapped down here
a very, very long time.

“Fear not. You’ll have a fighting chance. Design an unlimited number
of characters. Choose their race, class and abilities, and bring them six
at a time down our 3-D corridors, armed with any of thousands of
weapons.

“Take it from a pro monster. This is the biggest, meanest, deadliest
dungeon ever. And I love it, because more brave adventurers are chal-
lenging Wizzardz & War Lordz every day. A good thing, too, for I grow
extremely hungry.”

i

job.”

A new adventure By James Martin for IBM PC
and compatibles (requires 128K, 1 disk drive,
DOS) $29.95 (+ $2.00 shipping and handling.
Indiana residents add 5% state sales tax.)

Ram R Co.

6752 Covington Creek Trail
Fort Wayne, Indiana 46804
(219) 432-2455
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STRATEGICALLY SPEAKING

Strategically Speakin ;

Strategically Speaking covers strategy game tips, including tips
on wargames, sports games, economic and other simulations, as
well as classic style games.

DISCLAIMER: The tips printed in SS are those of the authors.
We try to avoid printing tips that don't work, but we cannot
playtest all, or even most of them. So, let the player beware.

We pay $5.00 for each SS tip printed. Tips can be mailed to
Strategically Speaking c/o CGW, PO Box 4566, Anaheim, CA
92803-4566. Try to keep tips under 250 words if possible.

AUTODUEL
(Origin Systems)

After creating a character, take a bus straight to the Atlantic
City Casino. Poker offers the best odds, bet $100 at first then
gradually increase as you have more money until you get around
$40,000. Then you can create a car that will survive on the roads.
Next, to build prestige and driving skills, take several courier tasks
at a time between cities. In the beginning, these will pay only
small amounts but you will eventually get better courier jobs as
you build up prestige. Avoid duels on these courier jobs. Use oil
Jjets to escape.

Save your character frequently onto another disk by selecting
the "Old Driver" option. Then save the current character from
"Side B" onto a separate disk. When it prompts you for your new
driver, use that same disk or just leave Side B in. Experiment with
as many different car designs as possible. Get ideas from Uncle
Albert's Catalog and AADA Vehicle Guide which you can order or
buy in a gaming shop.

If you are all shot up and caught in a city with no garage - (1)
go to a truck stop, (2) ask for a bus. When it asks you if you want
to leave your car on the street, press the ESC key for "none" and
the bus will take you and your crippled car to the selected city
without a potentially fatal drive on your own four wheels.

Always check for rumors but check them out by bus since they
will sometimes lead you all over the map before you finally reach
the original source. Later in the game, you can build up
workmanship by playing vigilante which also gets you alot of
money for salvage. Lead your opponents to crashes into corners
and finish them off from around the corner or from a distance.

Keith Comfort Bellaire TX

CARRIER FORCE
(Strategic Simulations)

The computer will give you a much better chance of
intercepting Japanese air strikes with air missions that are already
in the air. So reinforce such missions; but not with over 15 fighters
since the game will not give the larger fighter missions any extra
knock out power. Also in this simulation, the computer cheats.
Always assume that the Japanese know where you are with your

task forces. Just wait until the next time you save a game in
progress, then add up the score. The computer will get to the
Japanese turn and just see that all their seaplanes are over one of
the American Task Forces. This is a handy bit of knowledge.

Larry Brown Atwater OH

WAR IN RUSSIA: LYL 3 HISTORICAL
(Strategic Simulations)

1 found that after going on defense in the south, the computer
will leave an opening where you should be able to send 1 Corp to
both Stalingrad and Baka. Stalingrad can be taken without fight,
Corp (supplies) will be able to take Baka thus cutting supply in
the whole south. Eventually you can take the Stalingrad unit, even

though out of supply and cut RR and even take out other supply
cities. For some reason, the computer will pull out of Stalingrad
leaving it open.

The units around Sevestapol will also come out to fight if you
get close. Send strong armor units and you will destroy these and
take the city. The whole Russian attack will be cut in half. Units
will be unable to attack or move. In the middle you should be able
to take Moscow once the South is nullified. Then just play defense.
I obtained Decisive victories the 1st and 2nd time I played War in
Russia by accomplishing the above. Also Murmansk can be taken
by ground unit with air support. Archangel can be taken by an out
of supply unit. Computer will move unit .out of the city eventually.
Have a unit ready to move in. I found the computer very slow in
reacting to the Stalingrad unit thus enabling you to cut RR and
take supply cities. If you send 2 units to Stalingrad area, you can
do even more damage, even though they are out of supply. Then
just sit back, play defense and you will gain a victory. Note: In
infantry corps, keep at least 1 armor division in the corp. This
helps on defense and offense.

Dennis Mccafferty Olmsted Falls OH

CARRIE FORCE
(Strategic Simulations)

I found that in all the scenarios, that if you send a strong
surface fleet and engage the transports of the Japanese, 9 out of 10
times you will obtain an Allied victory, most often a decisive one.
In Midway you will pay for this with the loss of at least two of
your carriers. But if you can damage or sink one or two of his fleet
carriers the victory is yours. Take your surface fleet (5 Cruisers
and 6-8 Destroyers) and go for his transports. You will sink 80%
and probably a good portion of screening fleet. In one game of
Midway I sunk 90% of his transports and then engaged his main
fleet. I lost all my ships except one carrier and two cruisers, but I
sank two fleet carriers, all but two transports, damaged every BB,
and sank other miscellaneous warships in the surface action. My
entire surface fleet that was engaged. It will be bloody, but you
will stop the Japanese cold. You will probably sink during the
game an average of three fleet carriers and one or both light
carriers. You will find this to be true in the other three scenarios
as well. At Level one & two this will be harder but if done right
you can obtain the same results by committing your units to
surface action with his transports.

Dennis Mccafferty Olmsted Falls OH
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COUNTDOWN TO SHUTDOWN

Name: Countdown to Shutdown
System C-64, Apple 11 (64K)
Price $29.95(C64),%$39.95(Apple)
# Players: 1

Designer: Creative Sparks

Publisher: Activision, Inc.
2350 Bayshore Frontage
Mountain View CA 94043
(415) 960-0410

The game's black cover with its title in
warning-light red in one corner sets the
mood of the game: understated but urgent.
You have eight robots of varying abilities
that you can direct, one at a time, through
an eight-level, 2000-room "underground
energy plant”; the object is to get its over-
heating core (which is on the bottom level,
of course) cooled off before it reaches
10,000 degrees. Your robots have eight
characteristics, each of which influences
what it's best at: some robots move faster
than others; some are good at fixing
jammed doors, others at fixing other
robots, and so on.

Through the use of remote cameras in
every room, you can see most of the room;
all of it, if you switch to the alternate
camera in the room. Each room has one to
four doors, sometimes an elevator that
connects you with only one other level. If
you examine a room carefully, you will
usually find a useful object. These range
from damper-fields (which you must have
to cool down the core) to radiation shields
to medkits (which allow you to repair
other robots) to transmats (curious devices
that teleport you a set number of levels up
or down--one way onlyl). Each robot can
carry only eight items, though two robots
may (awkwardly) trade items as well. At
any point, you can switch from one robot
to another, leaving the former wherever it
is and taking control of the latter.

Of course, if this were easy, they
wouldn’t call it a crisis, would they? Cer-
tain things stand in your way. One is com-
plete ignorance of the plant’s layout--
what rooms are connected, where the ele-
vators are, what objects are scattered
about. Also, the plant is filled with radia-
tion that will eventually turn a robot into
an twitching moron. Most rooms have as
many as three hostile inhabitants that try
to dismantle any robot they can touch;
that’s why robots start out with pistols.

All this combines to make a rather rich
game. Within the limits set by the game,
you can play however you feel best: you
can run from room to room, shooting ev-
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erything in sight; you can send one robot
out and run it until it breaks down; you
can do a careful exploration of each level,
making a map as you go. Countdown gives
you occasional visual surprises and a few
arcade skills to master (like how best to
shoot the "anti-radiation plasma blobs,"
which look like small icebergs that roam
after your robot), but the real fun is going
on inside your head. This game is really
about pitting yourself against a formidable
task, about exploring, surviving, and
overcoming hostile territory.

Countdown was first designed on a
Commodore 64 and was translated to the
Apple II (with 64K of memory and a joy-
stick) by T.L. Gale and Ivan Manley, of
Synergistic Software. I'm glad to report
that this game survived the translation to
the graphically more primitive Apple II--
nice work, guys.

However, Countdown is not without its
quirks. You can't, for example, turn the
sound off (a simple feature that’s been
standard on Apple II software for years).
Each room can contain only one item; if
you drop two items, you can pick the sec-
ond item up, but the first is gone. Twice
(both times after using a pulse grenade),
the game refused to respond to any of the
keyboard commands, thus effectively end-
ing the game. I think that’s a bug, not a
"feature." The work-around to that is to
save the game to disk often, especially be-
fore using an object you haven’t used be-
fore.

Also, be wary of pulse grenades--they
will disable your robot, even if it is several
rooms away from the place where you
dropped it. If the room you're in has en-
emy inhabitants, they keep moving; but if
you switch to another robot, then switch
back to the first one, the inhabitants are
gone. I can’t quite explain this behavior,
but I can live with it.

Overall, I like the Apple version of
Countdown, and I'm sure the C-64 version
is even more enjoyable. If you ever get the
game completely solved, you can play a
randomized version that will keep you
busy for a while longer.

Gregg Williams

MOEBIUS

Name: Moebius

System: Apple I1 series
#Players: 1

Author: Greg Malone

Publisher: Origin Systems Inc.
340 Harvey Rd.
Manchester, NH 03103
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Moebius is a fantasy role-playing game
that combines a world similar to Ultima
with a combat system similar to Karateka
and the older DataMost game:
Swashbuckler.

"Twas in the Year of the Yak that the
disciple Kaiman abandoned the one true
path of Moebius the Windwalker and stole
the Orb of Celestial Harmony". Kaiman
fled through the three ascending Realms-
Earth, Water, Air, and set up base in the
Realm of Fire. Your quest is to pursue
Kaiman through the four Realms and
rescue the Orb, thus preventing the de-
struction of the universe, and bringing to a
halt the earthquakes, rains, and droughts
that currently plaque the Realms. In each
Realm you must free the imprisoned Holy
Ones and restore them in their Shrines.
Those who succeed will be awarded with
prayers and magic artifacts that will help
them in their quest. The magic artifacts
(charms) must be ‘divined’ to determine
their true nature, but you will be taught
the ways to succeed.

As you travel through the Realms you
will find magical maps that will provide
you with various views of buildings,
shrines or other sites as well as the general
layout of the Realms. This system enables
you to not have to worry about mapping
your travels and lets you free to enjoy the
other aspects.

You, as a Disciple, have four basic at-
tributes; Body (hit points), Mind (Spell-

Cheapware® GAMES

for the IBM-PC and compatibles

GRAMARCY® - the Word Game: Plays just like the newspaper
word game . Object is to find all words of four or more letters in a
given word in the least time. Utilities included can update dala
base of over 23,000 words and find all words in any given
word $50.00

WORD SLEUTH - for Crossword Puzzle Lovers: Will find and
display matches to any skeleton you enter such as ?7ppy. Data
base of almost 40,000 words can be updated or displayed with
utility programs included $45.00

CASIND POKER: Play Draw Poker against up to six computer
created opponents under casino betting rules. You enler game
oplions before play begins $30.00

ARCADE POKER: This is the same game played in video arcades
Program deals five cards, allows eniry of discards then scores
your resultant hand using point values you preassigned to each
poker hand $30.00

DRAW POKER: Four compiled programs include Arcade Poker,
play against the Dealer and play against others for either fun or
money $55.00

POKER PLUS: This is DRAW POKER plus CASIND
FOKER $75.00

POKER 0DDS CALCULATOR: Compute exact odds of holding any
Poker hand at the end of the second draw and then learn how to
use those resulls to hone your game sirategy between the deal
and the draw $35.00

For more information write: or call:

Robert L. Nicolai B00-NICOLAI (642-6524)
AD38 N. Ninth St. or
St. Louis, MO 63147 314-621-7618 in Missouri.
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casting ability), Dexterity, and Karma.
The first three should be self-explanatory
but let me explain Karma. If you fall vic-
tim to a thief, beast, or assassins this at-
tribute is lowered. It can be increased by
various feats of valor. Not having a posi-
tive Karma will degrade your fighting
ability and the ability to get information
or help from the villagers. Sword-wielding
characters can also frighten the villagers
into refusing to help.

In your travels you will visit villages,
castles and Shrines. Ninja-like assassins
will seek to prevent you from fulfilling
your quest as well as sword-wielding
Guards. When you do encounter an enemy
or Evil Monk you will immediately be
switches to the combat system. In the
combat system you can fight with either
your bare hands or a sword. However, you
cannot choose which weapon once you are
in the combat system, this requires pre-
planning. With either weapon you have six
attack and one blocking position. (At the
beginning of the game you are able to
sharpen your fighting abilities in practice
rounds.)

You must constantly keep in mind
that food and water will need replenish-
ment, bamboo will grow to block you path,
and earthquakes will cause rockslides
across these same paths. Your sword will
play an important part in your travels so
always keep it sharpened and make sure
you are not caught in a forest without a
sword to cut yourself out (Swords can
shatter if you use them too carelessly).

Sometimes guards will stun you, steal
your food and water, then run to some far
corner. If you don’t retrieve these items
quickly or find replacements in a hurry
you will die quickly. It was exasperating in
the beginning but I found a pattern as to
where these guards go to hide. Once you
recognize the pattern you can typically
recover your lost items expeditiously.

Dying due to lack of food or water is a
common occurrence for the beginner.

However, there are Towers where you
can be assured of a fight. If you win the
combat, there is a good likelihood that the
prize will be food. For water there are
springs and fountains. You just need to be
cognizant of their location and proximity
to your present position.

Moebius is sort of an outgrowth or
continuation of the best parts of Ultima
with special emphasis on graphic detail
around a central Zen-like theme. The ad-
dition of a fully animated combat system
was frosting for the cake. Enjoy!

Jim McPherson

NORWAY 1985

Name: * Norway 1985
System:- Apple, C-64
# Players: 1-2

Price: $35

Author: Roger Keating

Publisher: Strategic Simulations
Mountain View, CA

Have you ever been told your blind
date had an interesting personality? Well,
you know you're in for a surprise, right?
Roger Keating has given us the unex-
pected in Norway 1985 (N85); at least, I
didn’t expect it. This fourth installment in
the "When Superpowers Collide" series
moves considerably back away from the
complexity which built through the first
three games. The result is a game which is
easier to play (although no less easy to
master).

N85 portrays a hypothetical battle
between NATO and Soviet troops in Nor-
way in the winter of 1985. [Ed. Note: the
fact that N85 was a year late in coming
out makes for a rather awkward situation:
the hypothetical future is now (or even
past)]. The Norway scenario is tied in with
the "story" of "When Superpowers Collide"
by presuming a Soviet occupation of Nor-
way during the larger conflict. The game is
played on a 39-by-28 hex grid which rep-
resents a generalized section of central
Norway. Terrain types include clear, for-
est, light and heavy rough, mountains,
lakes, rivers, towns, and cities (lakes,
mountains, and airbases are all new to the
system). One hex represents three miles;
movement allowances and artillery ranges
have been adjusted from the one mile per
hex in Germany 1985. The units are bat-
talions of ski troops, and ski mortar troops
(for NATO) and mechanized infantry, ski
troops, artillery, and Katushka rockets (for
the Soviets).

Here is one of the surprising items
about the game. There are considerably

SOUTH
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fewer unit types than in the previous sce-
narios. When you get into the rule book,
you will begin to see some of the other
changes from the rest of the system. Gone
are defensive mode, support mode, head-
quarters, efficiency ratings of individual
units, divisional integrity, and air cavalry.
Reorganization is automatic (that is, units
which are beat up will automatically break
off and hide to regain strength). There are
some new things added to the system in
the game, but we are still waiting for the
mines and nuclear contamination which
has had a spot reserved in the rules since
Germany 1985.

While it is easy to be initially disap-
pointed with N85 (after seeing the com-
plexity of the prior series entries), one
must keep in mind the situation that is
being simulated. Roger Keating still had
available to him all of the rules of the
system, but he purposely left many out.
Why? Because the game as designed is
accurate to the possibilities of arctic com-
bat. The design premise here is a forbid-
ding terrain where vehicles freeze up and
ski troops really are more mobile than
mechanized infantry. In a situation where
Soviet garrisons will be hit in quick raids,
divisional integrity is a non-entity and
battalions live and die by their own capa-
bilities. Why can all but mechanized in-
fantry cross and even occupy rivers and
lakes? They are all frozen solid!

Beyond the situation being simulated,
N85 is very much like its older brothers.
The box contains the disk, a player's aid
card, a four page "special rules”" booklet,
and the rule book from Germany 1985.
Most of the rules are unchanged from that
original "Superpowers" game. Each player
in turn moves and executes combat with
his individual units. Each unit is moved in
turn and executes all movement and at-
tacks during its "Movement Phase". Com-
bat involves a complex series of calcula-
tions which are explained in an appendix.
It is nice to be able to get an idea of which
factors are most crucial in combat by ref-
erencing this information.

N85 contains one basic scenario which
can be modified by augmenting the forces
of either or both sides. NATO ski troops
begin scattered around the map. Their
objective is to occupy as many town, city,
and airbase hexes for as long as possible.
The Soviets begin with the inferior force,
but reinforcements arrive at various map
edges throughout the game. Their goal is
to hold the objective hexes as well as de-
stroy as many of the raiders as possible.

In spite of the simpler mechanics and
fewer unit types, N85 presents an en-
grossing tactical combat situation. Both
sides will have plenty to keep them busy
(especially when the "hidden units" option
is used). As such, N85 may actually be a
more appropriate "first game" in the series
for someone to buy than any of the first
three. If you have been thoroughly im-
mersed in the "Superpower" series, you will
have to adjust your expectations before
getting into the game. If you can do this,
you will find a good game here.

Jay Selover

Continued on pg. 41
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Do You Know Us?

If you’re into board wargaming, you probably do. For 10
years we've been number one in historical accuracy and in-
novative design. Our games have won every award from the
Charles Roberts to the Games 100. We know history and game
design better than anyone else in the business.

But Do We Know Computers?

You bet we do. Take a look at Chickamauga: it uses the
Atari’s capabilities to their fullest, from player-missile graphics
to joystick. Of course, it’s written entirely in machine language.

In September of 1863, the Confederate Army of Tennessee, secret-
ly reinforced from Virginia by Longstreet’s Corps, reversed its
retreat to attack the pursuing Union army near Chickamauga Creek.
The battle that followed was one of the hardest fought and most even-
ly matched of the Civil War.

You command a Union or Confederate army of 50,000 men:
brigades of infantry or cavalry with attached artillery. The computer
keeps track of each man and gun, along with changing unit morale,
fatigue, and communication status. You can give your army orders
(8 different types) with surprising ease, with keyboard or
joystick. Orders include march and cautious moves, fire,
melee, rest, fortify, etc. Both sides’ movement and com-
bat are shown simultaneously on a strategic display.

core 19¢

2 PM CONFEDERATE- 3

A section of the battle map. The player is ready to move Law's
Brigade of Hood's Division, Longstreet's Corps (the white X).

835 disk for Atari computers with at least 48K and one disk
drive. If there is no store in your area, you can order direct
from GDW. Add $1 per game for handling.

Game Designers’ Workshop
P.0O. Box 1646
Bloomington, Illinois 61702-1646



When we released KAMPFGRUPPE™ in
February 1985, we knew we had created
one of the best tactical tank battle games
ever. How could we do any less with
the care, the detail, the features we put
into this computer simulation of Eastern
Front armored warfare.

As much success as we had predicted
for KAMPFGRUPPE, we were not pre-
pared for the overwhelming enthusiasm
from the thousands of gamers that played
it. Our customer response cards for
KAMPFGRUPPE are invariably filled with
words of praise and thanks. On a scale
of 9, it has consistently been ranked
in the 8's for playability, realism, and
excitement.

Even the experts agree. The April/May
1985 issue of Computer Gaming World
called KAMPFGRUPPE “a truly superior
game.” And in the Aug./Sept. issue,
CGW's reader survey placed it as the
highest rated wargame ever in the his-
tory of the magazine!

(YOU'RE WELCOME.)

Not one to rest on our laurels, we've
just released MECH BRIGADE", the defin-
itive simulation of Soviet-NATO armored
combat. It lets you engage in tank
warfare of the 1990's, using the latest,
laser-guided, missile-armed juggernauts
such as the Abrams M-1 and the T-80.
Attack helicopters are also included.

From all preliminary indications,
the same greatness and gratitude be-
stowed on KAMPFGRUPPE is destined for
MECH BRIGADE.

So what are you waiting for? Rush on
down to the nearest computer/software
or game store and check out these two
great tactical games today!

You can thank us later.

If there are no convenient stores near
you, VISA & M/C holders can order these
$59.95 games direct by calling 800-227-
1617, x335 (toll free). In California, 800-
772-3545, x335.

Please specify computer format and
add $2.00 for shipping and handling.

KAMPFGRUPPE and MECH BRIGADE rulebooks with charts and diagrams

To order by mail, send your check to:
Strategic Simulations, Inc., 883 Stierlin
Road, A-200, Mountain View, CA 94043.
(California residents, add 7% sales tax.)
All our games carry a “14-day satisfaction
or your money back” guarantee.

WRITE FOR A FREE COLOR CATALOG OF
ALL OUR GAMES TODAY.
KAMPFERUPPE i on diskette for 48K APPLE 1I® series,

ATARI® home computers, and the COMMODORE 64"
MECH BRIGADE is on diskette for APPLE and C-64.

APPLE, ATARI, and COMMODORE 64 are trade-
marks of Apple Computer, Inc., Atari, Inc., and
Commodore Electronics, Ltd,, respectively.

e

STRATEGIC SIMULATIONS, INC.




CLASH OF WILLS

Name: Clash of Wills
System: Atari, C64
#Players: 1-3

Price: $39.95

Publisher: Digital Kamp Group
1737 Malnut Grove
Decatur, IL 62526

Clash of Wills is DKG's re-creation of
the war in Europe (1940-1945) -- both
Eastern and Western Fronts. As such, the
simulation is ambitious, covering a vast
scope and adding production in as well.
The map ranges in Europe from France
east to mid-Russia and from Great Britain
south to Egypt in 40-km squares. Turns
are monthly, with options for three or less
active players (in solitare mode, the player
assumes command of Germany).

The documentation is inadequate, at
best. Weather is noted as three types --
"clear...and mud"; proofreading would

have revealed the omission of snow as a
weather type. Even more important, the
effects of weather are discussed only in a
cursory fashion, and one is left to discover
what impact, if any, the weather changes
will have.

Production is covered in a quarter-
page. While the designer stresses the im-
portance of aircraft, no quantitative sug-
gestions are made (during play, this re-
viewer built the Axis up to 70 planes, as-
suming this would be sufficient; the
American entry quickly built the Allied
Air Forces up over 300 planes, thereby
eliminating the Axis air). Also, Germany
assumes a full war-time economy ab initio;
historically, Germany did not do so until
July 1944. This allowed the reviewer to
build up an SS Panzer Army before the
invasion of Russia.

The map and character set are remi-
niscent of Chris Crawford’s Eastern Front.
However, instead of joystick, the designers
opted for keyboard input -- a decision
which will slow down most gamers consid-
erably. Also, movement is limited to N-S-
E-W only. Once orders are given, the map
switches to an overview of the entire map
and resolves the turn on a grand scale.
While this resolution by pixels is primitive,
one can grow to appreciate its nature; the
amorphous Russian front will be seen as a
vast panorama. However, resolution is ob-
jectionably slow.

Strategic movement occurs before tac-
tical movement. One may utilize strategic
movement in any area free of enemy zones
of control. Therefore, a three-hex wide

break in Russian lines will permit the
German Army to penetrate 920 kilometers
in a one-month period. Such a break-
through (which this reviewer achieved) can
well doom Russia before the end of De-
cember 1941. It would make more sense to
limit strategic movement to already-occu-
pied territory, and not allow it as a device
for exploitation.

The armies draw supply from any
friendly city, port or industrial center.
This can permit the German Army to seize
Moscow and utilize it as a supply source in
the following turn, although the Army
may be totally isolated from the Father-
land.

Tactical play is rather straight-for-
ward, and once one is accustomed to the
system, it can be fun. However, the Italian
army can literally defeat the British in
Africa before the Afrika Korps can arrive.
This reviewer utilized the Italians alone
and seized Alexandria and Suez. Of course,
many German reinforcements were needed
to prevent British reinforcement and bat-
tles in Africa, but it was strictly as a mop-
up and garrison duty. Similarly, the
Balkan Campaign is a push-over; attack-
ing in mid-Winter, this reviewer noted lit-
tle resistance, and completed the Balkan
conquest by February 1941.

Does Russia attack Germany if Ger-
many does not do so first? The documen-
tation is silent, and most players will never
have the opportunity to discover the an-
swer. The reason is that the assault on the
Soviet colossus can begin in April 1941 --
once the breakthrough is achieved, the So-

NEW FROM SIMULATIONS CANADA

HAVE YOU EVER WONDERED WHAT THOSE OTHER GAMES ARE MISSING?

THE SPARK JUST ISN'T THERE.

PERHAPS WHILE DOING THE PRETTY PICTURES,
THEY FORGOT THE INNOVATION, REALISM, & ACCURACY.
WE DIDN'T.

OUR NEWEST COMPUTER GAME:

OPERATION OVERLORD, The Invasion of Europe, 6 June
through 28 August, 1944.

World War |l was nearly 5 years old. But since the summer of
1940 all had been fairly quiet on continental Europe. The Axis had
been kicked out of North Africa and the Italian campaign had
ground to a stalemated halt. Hitler's attention, and most of the
prime fighting forces of Germany, were tied down in Russia. The
time for the Allies to open the second front had finally come.
OPERATION OVERLORD is an upper operational/lower stra-
tegic level look at the first 11 weeks of the re-entry into Fortress
Europa. The Allies may land historically or secretly pick from the
other potential landing zones. The Axis may freely deploy its
defence forces or use the historical positions. And then only deci-
sive decisions in the face of limited intelligence and raw combat
power will decide the day. Situation maps and marker sets for both
players are included. The computer will play either side. Design by
S.StJohn, art by J.Kula. Disk for Apple Il or IBMPC systems.

OUR NEWEST BOARD GAME:

LINE OF BATTLE, Tactical Capital Ship Combat, 1914
through 1924.

Lord Fisher started it all when, in December of 1905, he
approved the laying of the keel of Dreadnought, the first of a type
of line of battle ship that would make everything built before it
obsolete and whose concept would dominate the big gun ships of
major navies for the next 40 years. By the eve of the Great War full
fleets of these vessels faced each other across the narrow Euro-
pean seas ready to fight for domination of the open ocean.
LINE OF BATTLE is the first part of a two part game system
designed to cover the concept of all the big gun ship. Its integrated
combat system depicts shell strengths, immune zones, armour
placement, gun ranges, and angle of shot without resort to compli-
cated calculations. Detailed rules on movement, command, and
other vital factors complete the game. Unit counters are included
to cover every European, American, & Japanese dreadnought of
the period. Design by S.Newberg, art by J.Kula.

COMPUTER GAMES FOR THE APPLE li(1), COMMODORE(®) & IBMPC(%)
GOLAN FRONT, the Arab/Israeli War in the North, 1973 te FIFTH ESKADRA, Operational Modern Naval Combat te
BATTLE OF THE ATLANTIC, Naval Combat Against the Axis 1% FALL GELB, The Conquest of France, Spring 1940 te
SIEG IN AFRIKA, Rommel in the Desert, 1940-1943 te GREY SEAS, GREY SKIES, Tactical Modern Naval Combat te
SEVENTH FLEET, Modern Naval Combat in the Pacific te

ORDERING INFORMATION, PLEASE READ CAREFULLY: Board games are $15.00 each in ziplock packaging or $20.00 each boxed.
Computer games are $60.00 each and are only available boxed. Please specify the game title(s) desired and the type of packaging on a
separate sheet and send it, along with your payment, to our address below.

NOTE: Purchasers outside Canada should send payment in U.S.funds (meaning Americans can just write a cheque). Canadians must add 25%
for Federal Manufacturers Sales Tax & shipping. Nova Scotia residents must add an extra 10% of the total for Provincial Tax, Orders from
locations outside the United States and Canada must add $3.00 per game to cover extra shipping & handling.

SIMULATIONS CANADA, Dept. C, P.O.Box 452, Bridgewater, Nova Scotia, Canada B4V 2X6
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viet may be eliminated before 1942. A
massive German army of occupation
should be left along the east border,
stretching the width of the map in order to
prevent Soviet reinforcements.

Because the Axis may not cross the
Channel, the remainder of the game con-
sists of waiting for the Allied invasion. If
the Russian Campaign has been properly
handled, the Axis should have a surplus of
units to man the beaches (this reviewer
used a three-deep defense, consisting of
infantry, armor and SS panzer). Dieppe-
type assaults were made by the Allies in
Belgium and Normandy between August
1942 and June 1943, but they were re-
pulsed handily. Festung Europa is a real-
ity! Although Allied bombing causes mas-
sive industrial damage, by this point, the
player does not need any production. His
invincibility and victory are assured.

This reviewer has mixed feelings about
the product. The scope of the simulation is
laudable; its execution is not. Its failures
could well have been corrected with some
additional development. The designers did
not choose to do so, and the net result is a
game with a potential for greatness, but a
realization of minimal adequacy, at best.

M. Evan Brooks

ADVENTURES IN FLESH

Name: Adventures In Flesh
Systems: Apple 11+, Atari, Cé4
# Players: 1

Price: $49.95

Publisher: Krell Software Corp.
1320 Stony Brook Rd.
Stony Brook, NY 11790
(516)-751-5139

This text adventure program evokes
memories of Isaac Asimov's classic book
Fantastic Voyage, which was made into a
popular movie in the late 1960s. In this
game the player is placed inside an "inner
space" capsule and miniaturized to the size
of a bacterium, then injected into the body
of a mythical patient with up to ten dif-
ferent disorders. The objective of the game
is to pilot the capsule through the blood-
stream, digestive system, and assorted
other bodily regions to each area of the
patient. At each area the player is to deci-
pher clues, discover symptoms, and make
the appropriate diagnosis. The user com-
municates with the program using simple
two word commands, such as "Explore
Liver" or "Go Artery." At each turn the
program prompts with allowable com-
mands for that point (e.g., DOWN,
WEST, EXPLORE). Most commands can
be abbreviated to one letter. Scoring is
based on the number of correct diagnoses.
The sketchy documentation does include a
list of 23 possible diagnoses, their location
and associated symptoms.

Along the way the program does some
teaching. For example, at the entrance to
the liver along the portal vein, the pro-
gram describes some of the functional
physiology. Also, the program teaches in-
directly by forcing the player to use the
normal routes of travel in the body.

The game has some clever features
that keep the interest level up. It is possi-
ble, by chance, to temporarily disable the

capsule’s onboard computer, which is an
invaluable asset to exploration (and com-
municates with the user in the style of a
famous TV show’s automobile computer).
One can get lost, or consumed by a white
blood cell, in which case the computer
panics. Fortunately the capsule is armed.
One can exit the body by getting excreted.
Although entirely a prose adventure pro-
gram, the descriptions of the insides of the
human body are authentic and give the
player the feel of being really there. The
medical diagnoses are also authentic; the
clues to the diagnoses are rather obvious,
however.

Adventures In Flesh is appropriate for
junior high and up. Adults will find the
game engaging, if unsophisticated com-
pared to the best prose adventures. Its
shortcomings as an adventure program are
well offset by its attention to anatomic
detail and informative approach to a score
of real medical problems. When the hard-
core adventure gamer gets an ulcer from
too many hours of sleuthing, he or she will
be able to visualize just what’s going on in
that sick duodenum! [Circle Reader Service
#177)

J. Robert Beck

THE BLACK DEATH

Name: The Black Death
Systems: Apple 11+, Atari, Cé4
Players: 1toé

Price: $24.95

Publisher: Krell Software Corp.
1320 Stony Brook Rd.
Stony Brook, NY 11790
(516)-751-5139

The plague, or Black Death, ravaged
Europe in the late middle Ages and the
early Renaissance. The Black Death capi-
talizes on this hideous piece of history with
a package design incorporating a death’s
head grin. There the similarity ceases, as
The Black Death is a simulation program
that illustrates a typical (albeit highly fa-
tal) epidemic, with the victims represented
by numbers on a grid. The program allows
the players to select variable starting
points of the infection, probabilities of
contagious spread, recovery and hazards of
vaccination and therapy. Also, the num-
ber of periods of illness before the disease
is reported to the public health authorities
may be varied, and the number of treat-
ments and inoculations per player per turn
may be manipulated. The simulation then
runs, and at each turn the program up-
dates the number of people alive, dead,
sick and recovered. For each sick person
the program computes the stage of the
disease. After this updating the player(s)
can choose to inoculate or treat a fixed
number of individuals, whereupon the pro-
gram runs through another cycle. The
simulation concludes after a certain num-
ber of turns, or after it becomes clear that
no more infections are possible.

The program is challenging, as the
players decide what cooperative strategy
to use to combat the epidemic. In the de-
fault scenario provided with the game, one
player is doomed to watch two-thirds of
the population die. As more players assist

42

in fighting the epidemic, the chance of
saving most of the populace increases
greatly. The graphics are rudimentary, but
on a color monitor there is the option of
displaying a low resolution color picture of
the population disease status that closely
approximates the type of map used by
actual epidemiologists.

As a simulation the program is effec-
tive. With real-life data it faithfully recre-
ates the spread and conquering of an epi-
demic. Using the variable probabilities, the
players can simulate both fatal and non-
fatal infections. On the other hand, the
program'’s error checking leaves something
to be desired: using the Apple II version,
the number of allowable vaccinations and
treatments occasionally got confused,
leading to a negative number of remaining
treatments and thus an infinite supply.
The status line occasionally gives wrong
information, also in the area of numbers of
remaining treatments and vaccinations.

THE BLACK DEATH would be of in-
terest to high school and college students
studying epidemiology, as part of a general
or population biology course. As a game
it's a good example of a cooperative
strategy problem. The graphics and action
won’t sustain interest, but the opportunity
to tackle a classic problem in probability
and epidemiology should appeal to stu-
dents in these and related fields.

J. Robert Beck

MAKE MILLIONS

Name: Make Millions
System: Macintosh (128K)
#Players: 1

Price: $49.95

Publisher: The Scarborough System
Tarrytown NY

The game’s title is correct: before the
game ends, you will have to parlay
$250,000 into $7,000,000 or more by play-
ing the stock market and managing five
vertically-integrated companies. This is a
task that will probably take weeks or
months to complete, one that will be at
times as appealing as filing the long 1040
income-tax form. Not much fun, huh?
"Why bother?" you may ask. Because this
game is touched with the same wit and
spark that characterizes many other Tom
Snyder Productions games.

The scenario is this: you have been
called back to the island of Wiki-Wiki by
a summons from your father, founder of a
string of the five Aloha companies that
manufacture, package, and sell guitars.
When you arrive, your father has van-
ished, but his employees expect you to run
the businesses he has left. All you know is
that the secret of your father’s disappear-
ance is in the office safe, which is opened
by five keys. Here's the catch: to get a key,
you must hold over 50% of an Aloha com-
pany's stock--and you must do that in the
face of a conglomerate called Humungus,
Inc., who's trying to do the same.

The game divides into several phases.
You start with $250,000 (enough to buy
12% of one company) and no stock in
anything, so the first few hours of play
consist of playing the Wiki-Wiki stock
market, which includes the five Aloha

Continued on pg. 44



Battlegroup

M10 Achilles

in the non-German units to be used and in the
typical terrain and scenarios.

Even if you already own Kampfgruppe, there is
still perhaps enough difference in the new Ameri-
can and British units to justify buying Battlegroup.
The new units are definitely NOT like the Rus-
sians. You get everything from the early Grants and
Crusaders through to the Pershings that could fi-
nally stand toe to toe with the Germans. Allied
tank destroyers arrive on the scene in the 1945 sce-
narios and include the M18 Hellcat, the M-36
Jackson, and the British Achilles and Archer. There
are also the standard complement of halftracks,
bren carriers, self-propelled artillery, and armored
cars. there is also a complete collection of Allied
infantry, anti-tank guns, heavy machine guns, and
mortars. Of course, the Germans are equally well
equipped, although we have seen most of these
units before in Kampfgruppe.

If there is any down side with Battlegroup, it is
that Gary has taken a step back to Kampfgruppe in
two points which worked much better when they
were revised in Mech Brigade. First, Battlegroup is
again a smoke-free war; artillery units again can
not fire smoke rounds. Also, the morale rules again
make it far too likely that a platoon which suffers
any losses will rout. It is one of the most exasper-
ating experiences in playing this game to see a
platoon of five tanks suddenly abandon their care-
fully prepared defensive positions and rout when
they suffer their first casualty.

Although the "make your own scenario" capabil-
ities in Battlegroup are the same as in Kampf-
gruppe, and many people will spend most of their
gaming hours on hypothetical scenarios; the game
does include four historical scenarios which present
some very interesting situations. "Kasserine" pre-
sents a German assault on the untested Americans
in Tunisia in February of 1943, We then move to
Sicily for "Salerno", where a German pursuit at-
tempts to force the Americans back from their
beachhead. "Caen" recreates the ill-fated British at-
tempt to break through the German lines near Caen
in July 1944 (Operation Goodwood). Finally,
"Celles" gives us the British sealing off the deepest
German penetration in the Battle Of The Bulge.
They have all been well designed to highlight the

PZ-V (Panther)

unique features of each of these battles. Another
nice thing about the historical scenarios is that the
terrain does not have the generic "sameness" of the
computer generated maps in the "design your own"
part of the game. This comment is true also in
Mech Brigade; the specially constructed maps of the
historical scenarios present some very interesting
problems in how to best situate your forces.

One of the most important rules in doing any
derivative design is "If it’s not broken, don’t fix it!"
Well, there just wasn’t very much that was "broken"
in Kampfgruppe, and so it is perfectly natural that
there has not been much "fixing" in the two sub-
sequent releases. The feel of the play in Mech
Brigade and the modern units make this one almost
a whole new game. Baitlegroup is much more simi-
lar to its older brother, but will still appeal to West
Front gamers.

Circle Reader Service #28
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WV I GATO-Class Submarine Simulation
3-D Graphics with Sound

5 |BATT 1000

Tl 10 e

SPEED HEADING

POWER |DIESEL DAMAGE (_

~ Available for Apple® lle/c, Macintosh, IBM® PC
Series (includes PCjr.), and Commodore® 64 and 128.

SPECTRUM HOLODYTE. INC., 1050 Walnut, Suite 325, Boulder CO 80302 (303) 443-0191 or 800-443-
HOLO. Macintosh version by Mindbender. Macintosh is a trademark licensed to Apple Computer, Inc.
IBM and Apple are registered trademarks of International Business Machines Corp. and Apple
Computer, Inc. respectively. Commodore 64 and 128 are registered trademarks of Commadore
Electronics, Ltd.

€
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stocks, five other stocks, and gold. Once
you have enough money to buy 30% of an
Aloha company, you move to a
"manufacturing company management”
phase, where you try to make your com-
pany more profitable by adjusting the
price and volume of the one product that
company manufactures.

From here on out, the game is a com-~
bination of the stock-market and man-
agement phases. So far, with a net worth
of about $320,000, I've bought Aloha
Woodshop, improved it, then sold it and
bought even more shares of Aloha Guitar.
I suppose my best strategy is to continue
doing this until I get enough money to buy
30% of two Aloha companies at the same
time. Trouble looms ahead, though-- Hu-
mungus already controls Aloha Music
Stores.

The authors of Make Millions (MM),
G. Richard Fryling, Dr. Arthur Lewbel (an
economist), and Tom Snyder have used
the graphics capabilities of the Macintosh
to keep this game from bogging down in
too much "number crunching." In fact,
most of your activity will consist of using
the mouse instead of the keyboard. For
example, the screen for your office shows
(among other things) a telephone, a news-
paper, a memo board, a Macintosh, a
clock, and a potted plant (which wilts if
you don't water it). If you select the tele-
phone when it rings, a window opens to
show, say, a stockbroker who recommends
a stock for you to buy. If you select the
newspaper on your desk, you can read a 3-
page weekly newspaper that includes a
news headline, the new prices of gold and
all the stocks, and a page of national in-
dicators. The memo board, when selected,
expands to become a stack of "While You
Were Out" messages.

As in real life, time plays an important
role. The basic unit of time is the week. In
MM, the clock is always running (it runs
between 1 minute and 1 hour of game time
per real-time second, and you can adjust
the rate), and you must make all your
moves before 5 p.m. Friday. Although I
have not yet run out of time, I may have a
problem once I get three or four companies
and a portfolio to manage. One of the
pull-down menus has selections named
"Lock Door" and "Disconnect Phone,"
which leads me to believe I may eventually
need them!

Because MM requires weeks to months
to finish, I classify it as a "campaign"
game, one that requires more planning
than arcade reflexes and that allows you to
immerse yourself in a role for a fairly long
period of time. Because of this, working
toward winning this game is a lot like
increasing your character’s level in
Wigzardry; it’s something you must care-
fully and prudently plan.

How did I like MM? I can’t say I'm
addicted to it--planning your moves often
feels like real-world work--but I do get
considerable satisfaction from making
progress, and I feel I'm learning more
about how to be a manager. In short, this
is the most creative (and, at the same
time, faithful in spirit to real life) business
simulation I've ever seen on a computer. If
you like business simulations, you're cer-

tain to enjoy MM. Gregg Williams
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No game is perfect, of course; I felt the interface could have
been improved in places, and better use made of memory beyond
128K. I also felt frustrated at first: the computer plays a mean
game, even at the Beginner level. I think Crawford should have
included a "Preschool" level, where the most naive of players could
have a chance of winning, even if only to find out that winning is
possible.

Putting these relatively minor objections aside, though, BOP
stands in a prestigious circle: that of the most innovative computer
games of all time. If there were Academy Awards for computer
games, BOP would get my votes for Best Picture and Best Direc-
tor of 1985. I don't want to see a rush of clones, but I do hope that
other game designers feel inspired by the obvious thoughtfulness
and creativity Chris Crawford put into his simulation. BOP is
published by Mindscape and retails for $49.95.

I’'m A Workin’ On The Railroad

While in Germany a few years ago, I became fascinated with
the idea of owning a model railroad set. Since I didn’t have much
space, the best choice seemed like Marklin's tiny Z-gauge trains.
Unfortunately, at well over $50.00 per engine, it looked as if a
railroad set was out of my reach--but not any more. Now I can
layout track, design scenery, and run trains to my heart’s delight
with MacInooga Choo-Choo (MCC), "electronic train set software"
for the Macintosh.

M File Edit Goodies
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MCC allows you to design train sets about one screen wide and
two screens high; a scroll bar is provided to let you see all of your
layout. Track and train windows allow you to drag pieces onto
your layout in much the same way you drag tabs out of the "tab
wells" in MacWrite's rulers. Plenty of tools are provided to get the
pieces just the way you want; you can rotate, flip, hide, duplicate,
and combine them.

Decouplers (which unhook cars), switches (which change the
direction of trains), and signals (which stop trains), help the bud-
ding engineer in his or her quest to become the next--well, I was
going to say Casey Jones, but you won't have to go down with
your train. In fact, you can crash your electronic engines and
watch from a safe vantage point; repairing them is as close as a
menu selection. MCC is great fun, and it's $39.95 from Fortnum
Software.

Keeping In Touch

I encourage your comments; you, the reader, can help me to
make this column as good as it can be. You can write to me at:
4568 Georgia St. #2, San Diego, CA 92116. Or you can reach me
at the following electronic addresses:

MCI Mail: fboosman

BIX : frankb

Until next month, keep playing those games!

Come party with Jane Austen

PRIDE and PREJUDICE
A REGENCY ROMANCE

"Tis the season to be curminf.
The scene is London in the year 1790.
At last The Season-your season-has arrived.

You are a young woman of the Regency Era,
faced with the ultimate test: A Season in London.

Your object - achieve the best possible match and
above all avoid spinsterhood.
ONE TO SIX PLAYERS $34.95
APPLE Il series ¢ [BM-PC * C-64

BERSERKER WORKS LTD
PO BOX 14268 ALB. NM 87191
505-298-3237

Apple, C-64, and IBM are TM of Apple Computer, Inc.
Commodore Electronics, Inc, and International Business
Machines, Inc respectively.
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CGW Has Data Disks!. . .

Lode Runner

Our Lode Runner Disk contains 60 screens that were a part of CGW’s
Lode Runner Design Contest. Here are 60 creative and challenging
designs. Some are beautiful, some are devious, all are fun to pl_ay!
Broderbund’s Lode Runner game is required to use this data disk.
Available for APPLE, ATARI, and C-64.

Also Available:

Cosmic Balance Shipyard Disk #1: Contains over 20 ships that competed in CGW's
1983 tournament. SSI's Cosmic Balance game required. Apple, Atari, C-64

Cosmic Balance Shipyard Disk #2: Contains over 35 ships that competed in CGW'’s
1984 tournament. SSI's Cosmic Balance game required. Apple, Atari, C-64

Robotwar Disk #1: Contains the source code for the 12 entrants in CGW's 1983
tournament. Muse’s Robotwar game is reguired. Apple.

Robotwar Disk #2: Contains 17 entrants in CGW’s 1984 tournament. Robotwar game is
required. Apple.

All disks are $15.00 each. Any two for $25.00. California residents add
6% sales tax. :

SUDRF QUOHUEHE HEMEES LEVEL @2

Two award winning screens from CGW's
exciting Lode Runner Disk

When ordering specify which machine (Apple, Atari, C-64).

TO ORDER: Send check, money order, Visa or MasterCard to
COMPUTER GAMING WORLD, disk order Dept., P.O. Box 4566,
Anaheim, CA 92803-4566.

Please allow 4-6 weeks for delivery.

BACK ISSUES ARE AVAILABLE

Send $3.50 per issue

When ordering, please indicate alternate selections

2.5 - Software Piracy; Starblazer; Galactic Gladiators;
Guadalcanal Campaign; Robotwar Tournament; The Road to
Gettysburg; Cytron Masters; Starship Commander; Invasion
Orion; and more!

2.6 - History of a Wargame Design; Japanese Strategy in
Guadalcanal Campaign; Eastern Front Scenarios; Star Maze;
Legionnaire; Cytron ﬂastera UJ)grade; Andromeda Conquest;
Torpedo Fire Scenarios; Beyond Sargon II; and more!

3.1 - Serpentine; Cosmic Balance; S.E.U.L.S.; Armor Assault;
The Arcade Machine; INDEX; and more!

3.2 - Computer Games in 1983; Cosmic Balance Tactics and
Ship Design; Zork! Overview; Ultima II; Millionaire; Robotwar
Tournament Results; Epidemic; and more!

3.3 - Close Assault; Computer Ambush; Adventure Game
Contest; Pinball Construction Set; Germany 1985; Galactic
Attack; Two Computer Baseball Leagues; Chess 7.0; and
more!

3.4 - Suspended; M.U.L.E.; Battle for Normandy Strategy;
Serpent’s Star hints; Cosmic Balance Contest Results;
Knights of the Desert; Galactic Adventures; Computer Golfl;
Bomb Alley; and more!*

8.5 - Electronic Arts; Combat Leader; Archon; Lode Runner;
TAC; Paris in Danger; Cosmic Balance II; Delta Squadron;
Zork IIT Tips; and more!

8.6 - Ultima III; Operation Whirlwind; Reach for the Stars;
Legacy of Lylgamyn; Broadsides; North Atlantic '86; Zork II
Tips; and more!

4.2 - Chris Crawford on Computer Game Design; Goren's
Computerized Bridge; Carrier Force; DIRECTORY OF
GAME MANUFACTURERS; Robotwar Tournament Results;
M.U.L.E. Designer Notes; Starcross Tips; Parthian Kings; an

more!

4.3 - Seven Cities of Gold; View from a Playtester; Universe -
Two Reviews; Mig Alley Ace; Questron; Tycoon and Baron; A
Broadsides Replay; Chancellor of the Exchequer; Enchanter
Tips; Children’s Games - A Shopping Guide; Under Southern
Skies; Chivalry; and more!

4.4 - Jupiter Mission; Fifth Eskadra; Excalibur review and
Designer’s Notes; War in Russia; President Elect and 1984;

Lode Runner Contest; Fighter Command; Galactic Gladiator
Scenarios; Flight Simulator II and Solo Flight; Crypt of
Medea; Sorcerer Tips; and more!

45 - Stnyir(l_f Alive in Wizardry; Adventure Gaming
Conference; CGW Baseball League; The Computer as
Opﬁfnent; Sundog; CGW Computer Game Conference; Road
to Moscow; Strategy Game Tips; Deadline Tips; Seven Cities
of Gold Designer Notes; Rails West; and more!

4.6 - Carrier Force Replay; When Superpowers Collide; Mail
Order Games; Panzer-jagd Review; More Galactic Gladiator
Scenarios; Cutthroat ints; Should You Turn Pro?;
Dreadnoughts; F-15 Strike Eagle; and more!

5.1 - War in Russia Replay (Pt 1); Hitchhiker's Guide to the
Galaxy (two articles); A Software Agent Looks at the
Industry; Breakthrough in the Ardennes Designer Notes; Gulf
Strilnla; Cosmic Balance Contest Results; Clear for Action; and
more

5.2 - Lode Runner Contest Results; Carriers at War; War in
Russia Replay (Pt 2); Kampfgruppe; IBM Goes to War;
Suspect Hints; Robot Odyssey I and Chipwits; The New Atari
Computers; and more!

5.3 - Sports Games Survey; The Battle of Chickamauga;
Imperium Galactum; Games You'll Never See; Crusade in
Europe Design Notes; Lucasfilm Enters Home Gaming;
Baseball Games for Your Computer; Mindwheel Hints; Silicon
Cerebrum; Reforger '88; Napoleon at Waterloo; and more!

5.4 - Operation Market Garden; Fog of War in Computer
Games; Ultima II for Mac; The Amiga Computer; Computer
Gaming in Japan; Phantasie tips; The Railroad Works; Six
Gun Shootout; and more!

#26 - Conflict in Viet Nam; Inside Ultima IV; The Halley
Project; Silent Service Designer’s Notes; The Kobayashi
Alternative; Spellbreaker Tips; Koronis Rift; Eidolon; Story
Tree; and more!

27 - Under Fire Replay; Europe Ablaze and U.S.A.AF,;
ap Design for Computers; 7th Fleet; Game Manufacturer
Survey; Battle of Antietam; Ballyhoo Tips; and more!

#28 - The Dark Ages of Computer Game Design; Three
article on computerized baseball; Autoduel; Alter Ego; Nam;
The Current State of the Entertainment Industry; Halley
Project Update; Amazon Tips; and more!
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RID #29 (use card at pg. 5)

:

On this page a number of
games are listed for evaluation.
When evaluating a game consider
such things as PRESENTATION
(graphics, sound, packaging,
documentation); GAME DESIGN
(design, playability, interesting?);
LIFE (does the game wear
well?).

For each game you rate, place
a 1 (terrible) through 9 (out-
standing) next to the appropriate
number. Leave blank any game
which you have not played
enough to have formed an opin-
ion.

1. Kampfgruppe (SSI)
2. Battlegroup (SSI)
3. NAM (SSI)

4. Phantasie Il (SSI)

5. Rings of Zilfin (SSI)
6. MWizard's Crown (SSI)

7. Objective Kursk (SSI)

8. Conflict in Vietnam (MicroProse)
9. Acro Jet (MicroProse)

10. NATO Commander (MicroProse)
11. Solo Flight (MicroProse)

12. Ultima IV (EA/Origin)

13. Heart of Africa (EA)

14. Bard's Tale (EA)

15. Auto Duel (EA/Origin)

16. Imagic Football (EA)

17. Moebius (EA/Origin)

18. Under Fire (Avalon Hill)

19. Statis Pro Baseball (Avalon Hill)
20. Where Carmen SD? (Brdrbnd)
21. Universe 11 (Omnitrend)

22. Hardball (Accolade)

23. Dam Busters (Accolade)

24. Law of the West (Accolade)
25. Mean 18 (Accolade)

26. PSI 5 Trading Co. (Accolade)
27. Fight Night (Accolade)

28. Ballyhoo (Infocom)

29. Spellbreaker (Infocom)

30. Fooblitsky (Infocom)

31. Hacker (Activision)

32. Little Computer People
(Activision)

33. Alter Ego (Activision)

34. Borrowed Time (Activision)

35. Amazon (Telarium)

36. Shadowkeep (Telarium)

37. Golan Front (Sim Can)

38. Seventh Fleet (SimCan)

39. A View to a Kill (Mindscape)

40. The Mist (Mindscape)

41. Halley Project (Mindscape)

42. Alternate Reality (Datasoft)

43. Oo-Topos (Polarware)

44. Competition Karate (Motivated)
45. King's Quest Il (Sierra)

46. Spell of Destruction (Mindscape)
47. Alpine Encounter (Random House)
48. Battle of Chickamauga (GDW)

49. The Dolphin's Rune (Mindscape)
50. Countdown to Shutdn (Activision)

51. What is your age?

52. How much do you spend each month
on computer games?

53. What is your overall rating for
this issue (1-10)?

54. Do you ever purchase games or
computer products by mail order
(Y/N)?

a WAR GAME . ..
TRODART™ REAL TIME . . .

over the PHONE
TRODART is a two player WAR GAME
that provides the challenge of a strategy
game with the action that only REAL
TIME can provide. The object is to cap-
ture the enemy base while defending your
base. NO LIMIT to the amount of
simultaneous action! NO WAITING for
the other side, its REAL TIME!

REAL TIME over the telephone? That's
right, TRODART’s unique algorithm
allows two independent computers to ex-
ecute the same program in synchronization
with each other. Therefore, since the proc-
essing is local to each computer, there is
no slow down in action due to the
modem'’s speed limitation.

Since TRODART is played on two com-
puters, the competition can be anywhere
you can call. Also, you are always the good
guy, and the other player is always the bad
guy (TRODART inverts coordinates from
the other machine), therefore, no matter
which machine you play on, your home
base is always in the lower left corner.

TRODART requires an IBM-PC (or
compatible) or TI-PRO with MS-DOS
2.1, 128k of memory, one floppy disk drive
and a 300 baud modem. With IBM-PC —
not recommended for use with mono-
chrome board. When ordering please specify
either IBM-PC or TI-PRO computer.

For Ordering Only:

Call toll free: 1-800-643-9039, x 119.
(In Texas: 1-800-392-6273, x 119,
$39.95, add $2.45 sales tax.)

VISA/MASTERCARD accepted.

For additional information, write:

DollUhile 5227 Shady Oaks Ln.
fE Friendswood, TX 77546-3019

Circle Reader Service #31

[ﬁ Tired of your old campaign? The arena-
cities of Alastari are looking for a few good
gladiators. Now you and your friends can

\ battle like the heroes of old in DUELMASTERS
Aﬁ(w" the ongoing campaign by mail where gladia-
"__ torial combatis a way of life.
is the most realistic and intense combat you
will ever experience. Step into our
world. Victory, disgrace, or death
await you on the arena sand ...

Write for our free, no obligation
set-up and rules.

\Xfrite to:
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Reality Simulations, Inc., P.O. Box 27576,
Tempe, AZ 85282, (602) 967-7979.
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Ultima IV’s reign as fantasy king turns out to be a
quickie as Phantasie II pops to the top of the charts.
However, the number of responses was relatively low and
we suspect the next RID will see Lord British back in the
saddle. This RID also indicates an interesting trend by
Strategic Simulations. Long dominant in the strategy rat-
ings, SSI is wise to market trends and has spent consider-
able resources in the fantasy realm. The result? Three en-
tries in the Top 10. An impressive showing for a company
relatively new to the genre.

On the strategy side the news isn’t quite as good for
SSI as NAM plummets quite a distance. The jury is still
out on Viet Nam as a gaming subject. Conflict in Viet
Nam, by MicroProse, hasn’t been out long enough to draw
many reader responses. Avalon Hill should be pleased with
the showing of Under Fire. It gained in ratings this issue,
and currently sports the best score ever by an AH entry.
Not surprising really, it's a fine game. We would like to see
more games of this quality from the company that in-
troduced virtually all gamers to the hobby.

Strategy
Name Mfg Machine Tms Avg Rating
Rtd Rsp
Kampfgruppe SSI C,Ap,At 3 139 7.94
Silent Service MicPr  C,At 3 103 7.77
Mech Brigade SSI C,Ap 3 72 7.70
Europe Ablaze SSG C,Ap D Pl 7.62
M.U.L.E. EA C,At 13 81 7.51
Battle Antietam SS1 C,Ap,At 2 39 7.49
Star Fleet I Cygns C,At,I 3 29 7.44
War in Russia SsI Ap,At 6 7 7.40
Decision in Desert MicPr C,At 2 45 7.33
Ancient Art of War Brodr I,M 5 30 T.32
Crusade in Europe MicPr C,Ap,At 4 B4 7.24
Fighter Command ssl C,Ap 8 43 7.24
Guadalcanal Camp sSI Ap 9 48 7.24
Under Fire AH Ap 4 23 7.24
Seven Cities Gold EA ALl 7 118 7.20
Heart of Africa EA c 2 29 7.20
Carriers at War SSG C,Ap & 81 7.17
NFL Challenge XOR I 4 17 7.14
Reach for Stars SSG C,Ap 4 50 7.12
Combat Leader SSI C,At 5 .56 a1l
Computer Baseball  SSI All 6 36 7.10
Micro Lg Baseball MicLg ALl 3 84 7.09
Galactic Glad'trs  SSI Ap,1 3 32 7.07
Operation Mkt Grnd SSI C,Ap,At 4 58 7.06
NAM ss1 C.ApiAt 12 23 7.06
Flight Sim II Sublg AlL 5 9 7.05
Colonial Conquest  SSI C,At 2 59 7.05
Carrier Force SSI C,Ap,At 5 108 7.04
Sundog FTL Ap,ST & O rios
Field of Fire SSI C,At 4 72 7.01
Breakthru Ardennes SSI C,Ap,At 3 44 6.95
3 in 1 Footbal Hffnr  C,Ap,I 1 19 6.9
Computer Ambush SSI C,Ap,At 5 46 6.93
U.S.A.A.F. ssI C,Ap,At 2 26 6.92
Excalibur Atari At 1 40 6.85
Cosmic Balance SSI C,Ap,At 5 84 6.83
Bomb Alley SSI Ap 4 32 6.82
Eastern Front Atari At 4 61 6.81
Southern Command SSI Ap 5 40 6.79
Star League BB GStar C,Ap TS 6.78
GATO SpHb  Ap,1,M 379 6.77
Gulf Strike AH At 4 33 6.75
Geopolitique ssl C,Ap 3 29 6.73
Universe omtrn  Ap,I,M 3 46 6.73
Halley Project Mndsc  C,Ap,At T 25 6.68
Kennedy Approach MicPr  C,At 4 48 6.67
North Atlantic '86 SSI Ap 2 2 6.65
Cartels & Cuthrts  SSI C,Ap,1 4 24 6.62
Knights of Desert  SSI C,Ap,At,I 5 63 6.61
Rails West SSI C,Ap,At 3 68 6.57

Adventure/Action
Name Mfg Machine Tms Avg Rating
Rtd Rsp
Phantasie 11 SSI C,Ap 1 20 8.00
Ultima IV EA C,Ap 2 8  7.97
Bard's Tale EA C,Ap 2 58 7.89
Wizardry 1 SirTe Ap,I 16 73 7.76
Ultima 111 Orign ALl 10 107 7.64
Hardbal L Accld C,Ap 2. 23 7.63
Wizard's Crown SsI C,Ap 1 19 7.47
Elite Firbd C,Ap 2: 2T 7.44
Enchanter Infcm  AlL 2 52 7.43
Phantasie ssl C,Ap & -5 7.41
Spel lbreaker Infcm ALl 2 19 Fa3T
F-15 Strike Egl MicPr ALl 5 140 7.21
Knight of Diamonds SirTe Ap 11 53 7.19
Legacy of Llygamyn SirTe Ap 7 58 7.18
Archon 1 EA ALl 10 98 7.4
Choplifter Brodr ALl 4 79 7.13
One on One EA ALL 7 T4 7.13
Questron SSI CiAp,At 5 97 7.1%
Zork Series Infem  Ap,At,I 7 122 7.09
Pinball Con Set EA C,Ap,At 4 47 7.08
Lode Runner EA AlL 6 60 7.07
Sorcerer Infem  AlL 5 58 7.07
Autoduel EA Ap 1 24 7.04
Ultima II Siera Ap 8 61 7.00
Ultima I CalPc Ap 2 48 6.96
Moebius Orign Ap T w2l 6.95
Deadline Infcm ALl 3 44 6.94
Galactic Advntrs SSI Ap,At 4 35 6.90
King's Quest I Siera Ap,I 3 19 6.88
Hitchhiker's Guide Infcm All 4 108 6.86
Olympic Decathlon Miesf ALl 4 63 6.86
Planetfall Infcm ALl I "N 6.86
Rings of Zilfin SS1 C,Ap 17 15 6.85
Summer Games Epyx C,At 2035 6.79
Racing Dest Set EA ( 3 49 6.78
Mindwheel Synps ALl 3 W 6.73
Adven Con Set EA C,At 3 57 6.72
Ballblazer Epyx C,At 3 66 6.68
Rescue Fractalus Epyx C,At I il 6.68
Wishbringer Infem ALl 2 42 6.68
Rescue Raiders SirTe Ap 3 40 6.67
Archon 11 EA C,Ap,At 4 76 6.64
Karateka Brodr C,Ap,At 3 19 6.64
Suspended Infcm At Ap,I 6 61 6.63
Spy vs Spy FrsSt C,Ap,At 1. 25 6.56
Mig Alley Ace MicPr C,At 3 40 6.55
Super Bowl Sndy AH c 2. 30 6.53
Comp Karate Motvd  Ap 4 S 6.53
Ringside Seat SSI C,Ap 17 51 6.46
Solo Flight MicPr  C,Ap,At 17 720 6.45
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You used to play
RISK as a kid. Maybe
you still do some-
times —whenever
you can get enough
people together.

Did you ever wish
you could play by
yourself? Or make
changes in the map?
Wouldn't it be great
if you could attack
North Africa from
North America? Or
Japan from Brazil?

Announcing Lords
of Conquest from Elec-
tronic Arts.

Itisnt RISK ... it’s better.

It’s a conquer-the-world
board game that explodes
with new life and new pos-
sibilities because it uses all
the power of your computer.
Every battle is alive with

A Great Strategy Game
* Five kinds of forces to fight with—horses, wea-
pons, boats, territory positions, and cities.
* Five kinds of wealth to fight for— gold, timber,
iron, coal, and herds of horses.
* For 1-4 players. As fun for one as it is for four.

Better Than RISK”

Power -you know you love it.

LORDS-OF

CONQUEST

music, color graphics, and
strategic challenges impos-
sible in a board game.

Imagine. ..

...having an infinite
number of unique maps to
choose from, so each game
is different.

...marching your armies

New Worlds to Conguer
+ An infinite variety of game maps.
+ Create your own, or play any of 20 built-in maps
like Ancient Rome, European Wars, and The World.
* The computer can generate unlimited ran-
dom maps.

ELECTRONIC ARTS"

onto warships for
attacks across oceans.

...great multi-
player games, com-
plete with treaties,
trades, and treachery.

...playing chal-
lenging solo games
against an intel-
ligent computer
opponent.

...a built-in game
editor powerful
enough to be called
a “‘Strategy Game
Construction Set.’

Lords of Conquest. No
more mucking around with
cards and dice and little
pieces of plastic that roll
under the couch. Now
you're free to concentrate
on more important things.
Like exterminating the
opposition.

Strategy Game Construction Set
* Variable game settings —you set the locations and
abundance of resources, forces, and transport.
+ You decide the luck factor
* 4 levels of complexity.
* 9levels of handicapping.

How to order: Visit your retailer. If you are unable to find the product at your local retailer, you can call 800-245-4525 for direct VISA or Mastercard orders
(in CA call BO0-562-1112). The direct price is $32.95 for the Commodore version. Apple and Atari versions coming soon. To buy by mail, send check or money order to Electronic Arts
Direct Sales, PO. Box 7530, San Mateo, CA 94403, Add $5 for shipping and handling (37 Canadian). Allow 4 weeks for delivery. There is a 14-day, money-back guarantee on direct orders
For a complete product caralog, send 50¢ and a stamped, self-addressed envelope to Electronic Arts Caralog, 1820 Gateway Drive, San Mateo, CA 94404, RISK is a registered trademark of
Parker Brothers Co, Commodore is a registered trademark of Commodore Business Machines. Apple is a registered trademark of Apple compurers. Atari is a registered trademark of Atari.
Borderlands and Cosmic Encounter are registered trademarks of EON Software. Lords of Conguest and Electronic Arts are registered trademarks of Electronic Arts

Lords of Conguest is based on the board game “Borderlands™” by EON —the creators of “Cosmic Encounter”
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Total war agamst a juggernaut fighting machine

=

Available on Apple®

by Steve Meuse
A strategy game for one or two players, l
OGRE pits an array of infantry and armored '
forces against a single cybernetic supertank,
bristling with weapons —the OGRE.
Adapted from the classic Steve Jackson
board game, :
Computer g
OGRE
b epitomizes
simplicity and |
play balance.
Players can
use standard
game maps
or design
theirown. o s move anderange.
the challenge of a lifetime is waiting.

LLORIGIN

7 SYSTEMS INC. 340 HARVEY ROAD, MANCHESTER, NH 03103 (603) 644-3360
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ULTIMA ™ 11l sends you on ULTIMA™ IV is the long- MOEBIUS "™ takes you AUTODUELT™ is a futuristic

an incredible fantasy role- awaited sequel to Ultima ™ through the elemental . fast-paced strategy role-

playing journey through I1I. The Quest of the Avatar planes of a colorful Orien- playing game where the

monster-plagued Sosaria in is a quest to the final tal world of fantasy and right of way goes to the

search of the elusive frontier —the self. adventure in search of the biggest guns.

Exodus. Orb of Celestial Harmony.

OGRE and Autoduel are registered trademarks of Steve Jackson Games, Incorporated. Ultima

is a registered trademark of Richard Garriott. Moebius is a trademark of Greg Malone. Authors wanted. Call us today.
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